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GRADIUS III 
You are the pilot of destiny, flying your Modulated 

Artillery Exalter (MAX.) against Bacterion, a mammoth 
malignant mass. Prepare for an audio-visual blitz on 
your senses as you select your weapons from a stellar 
array of alien blasting devices, featuring five different 
categories. Your options include Hawk Wind Missiles, 
Twin Lasers, the Cyclone, Mega Crush, and many more. 

Navigate with unbridled courage through 10 treach¬ 
erous Terror Zones, each ending with its own mortify¬ 
ing Mayor. Only by penetrating their very beings can 
you hope to obliterate them. Along the way you face 
relentless attacks from Bazooka Heads, Spores, 
Monoliths and other monstrosities too unspeakable to 
mention here. And even with power-ups you may not 
survive The Dunes of Doom, The Carbonation Zone, 
and The Gauntlet. 

But if you do, you'll find yourself in Bacterion's Lair. 
Here it will be decided whether you become a hero or 
an insignificant speck of cosmic dust. 

SUPER CASTLEVANIAIV 
It’s time to dig up the past because Dracula has risen 

from his grave again. But this time he brings a host of 
never-before-seen super horrors, accompanied by 
some of the most chilling sound effects to ever tingle 
your spine. Venture into the Count's 11 level Castle of 
the Undead, complete with the Terrace of Terror, the 
Rotating Dungeon, the Sunken Ruins of Lost Spirits 
and other crypts of doom. 

Wield your whip with heroic skill as you use it to 
swing over bone chilling traps and hundreds of ghost 
freaks, living corpses, spitting lizards, the strange meta¬ 
morphosing dog-rats and more. 

Strike back against gruesome torments like the 
Tongue Lasher, the Darkest Knight and the Bone-Afide 
Horseman. With a password you can pause to catch 
your breath, but considering what ultimately awaits 
you, it’s just postponing the agony. 
Available this December 



THE LEGEND OF THE MYSTICAL NINJA 
Enter the 10 Levels of the 

Dragonbeastto rescue the 
mysteriously missing princess 
of Horo-Horo. Experience a 
sight and sound extravaganza 
as you battle throughdouble 
Warlock Stages and incredible 
3D and 2D zones, using mag¬ 
ical moves and solving mysti¬ 
cal problems in order to 
advance. 

Take on the Carp Meister 
with his paralyzing fighting fish, I 
and Tanaka-U-Out, whose I 
bone crushing hammer packs I 
a wallop. Capture all-powerful P 
sinjin items like fire staffs and 
dynamite. If you fail to collect 
gold coins from defeated foes 
you won’t receive all-important clues, or be allowed 

go for broke at "hidden risk” areas such as *u * 
Quiz House and H 

Just remember, the true strength of a mystical 
ninja is his wisdom. Of course, a survival instinct 
isn’t such a bad asset either. 
Available this January. 

KONAMI 
FOR THE SUPER NES 

Only one superpower will dominate the world of Super NES. Konami. 
Because Konami has amassed its video game strength to storm your 
Super NES with all the action, adventure and excitement it can hold. 

Take command of Konami Super NES forces. And see how fun world 
domination can be when you’ve got a superpower on your side. 
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It's here! EGM goes inside 
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Five pages of details! 
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Street Fighter 2 epic, learn 
even more advanced 
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COVER: 
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IT'S THAT TIME OF YEAR AGAIN... 

Well, it’s that time of year again! 
The silly season has died down, the Vegas CES is just around the corner, and 

it’s a perfect time to gauge where we’re going and where we’ve been. 
This year, more than any before, showed the greatest change in the electronic 

entertainment industry. Not only did we witness the introduction of new game 
machines like the Super NES, but other systems like the Sega Genesis finally 
came into their own. Prices on several formats came down, with the NEC 
TurboGrafx-16 finally reaching below 100 bucks. And don’t forget the leaps in 
software production that mini-machines like the Lynx and Game Gear made in ‘91. 

For all the truly incredible movement forward, however, the game industry has 
also started to experience some downscaling. The Nintendo 8-Bit NES, long the 
staple of the gamer’s diet, has been eclipsed by the more powerful 16-Bitters, no 
matter what Nintendo says. The hobby is definitely becoming more upscale, 
which will have some negative effects in the short term but should balance out 
over the long haul. 

1991 saw a number of other events occur that will have a significant impact on 
the market as a whole in 1992. Although originating from a competitor, a tip of the 
hat goes to the first real television program to cover our hobby. The point isn’t 
whether it’s good or bad, but that it’s on at all is a testament to its creators and the 
gaming public. Will we see more television programming covering our favorite 
hobby? You betcha - and in a way unlike anything you’ve ever seen before! 

Aside from all the giant steps forward video gaming has made since its rebirth in 
1985, the question we have to ask ourselves is where are we going to? 

The Winter Consumer Electronic Show in Las Vegas will likely be the place 
where the future balance of power within the video game industry will play itself 
out. Sega, coming off of a banner year (complete with a holiday season that saw 
sell-outs across the board) will enter this show, for the first time, on top. Although 
Nintendo may claim superiority, the truth of the here and now is that Sega leveled 
their arch-nemesis with a lower-priced left and a Sonic right. Being in the leading 
position will feel good to everyone at Sega and they should enjoy it and work hard 
to continue their progress. 

Nintendo, however, cannot be counted out or even down for that matter. If Sega 
does not come up with some equally stunning softs to follow-up Sonic (a sequel to 
which will be available mid-year), they will be eclipsed by Nintendo, who’s legion 
of third-party producers will net us Street Fighter 2, Contra 3 and a plethora of 
other stunning titles throughout 1992. Sure, quantity favors Sega, but with the 
knowledge of what Nintendo will produce in 1992, the quality factor will tip to the 
big ’N’s’ camp without further forward action from Sega. 

Ultimately, the big winner will be us, the game playing enthusiasts who relish 
each new hardware introduction (which there are sure to be in ’92) and marvel at 
the incredible steps the game developers make with each new game program. 
The 16-Bit competition will necessitate better softs from both Nintendo and Sega 
which, as the leading magazine of honest game reviews, will make our job all the 
more fun. 

Lastly, to respond to the growing change within the video game field, you’ll see 
additional changes to the magazine in this and coming months. While these alter¬ 
ations will make the magazine more informative and easier to read, we still would 
like to get your feedback as well as your recommendations for future issues. This 
is your magazine, help us make it the best it can be by sending in your comments. 

Steve Harris 
Publisher, Editor-In-Chief 
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, ON NES S GAME BOY SNO FATE BUT UUHAT YOU MAKE ON NES : 

You are a T-800 terminator. It’s a T-1000. 

You carry a lever-action Winchester. 

It’s invincible.You have on-screen target 

search displays. It’s made of liquid metal. 

You have ID barrels of high-explosives. 

It is the ultimate weapon of destruction! 

FIGHT IN THE FUTURE...SAVE THE PAST ON GAME BOY : 

First battle titanium hyperalloy T-800’s as the John Connor' 



THE ULTIMATE QUEST 
FOR FANTASY PRIZES 

cooter's dream starts where most games finish. After battling 

sharks, conquering space, surviving miniaturization, and getting lost in 

fantasy forest, our hero Scooter finds the treasure.. .but gets to keep it! 

It's up to you to guide him there to keep your share when the Treasure 
Master™ vault opens with the Secret Password on April 11,1992 12 PM EST. 

You and Scooter will have to be in top training to get there first because it 
won't be easy. 

But all your practice and training won't be wasted because mastering the 

5 tough treasure worlds will prepare you for the ultimate quest for fantasy 
prizes right at home! 

AS THE 
TREASURE MASTER 
YOU WILL: 
■ Navigate treacherous depths in 

your personal submarine 

■ Explore exotic foreign planets 

■ Engage hostile aliens in arcade- 

style combat 

■ Master all the wacky tools as 
you search for real treasure 

■ Interact with a variety of 

mysterious creatures 

■ You're given 12 hours to learn 

the Secret Password and 

compete to win Fantasy Prizes 

(Nintendo) 



50,ojo IN FANTASY 
PHIZES* 

TWO GRAND PRIZE WINNERS 
WILL CHOOSE ONE OF THE FOLLOWING: 

FANTASY GAME ROOM 
•50" big screen projection TV. 
Awesome component sound system. 

•Super NES™ with 12 Super NES™ 
game packs installed wherever you 
want in the U.S. 

FANTASY CONCERT 
Anywhere in the U.S. for you and 3 friends 
•The best available seats 
•All air and hotel for 3 days and 2 
nights, plus $5,000 spending cash. 

FANTASY SPORTS 

SPECTACULAR 
•The best available seats 
•All air and hotel for 3 days and 2 
nights, plus $5,000 spending cash. 

250 SECOND PRIZES 

$10,000 CASH 

[ ' EQUIVALENT 
C^OV0\ Createyourownpersonalfanfc 

PLAY AT HOME TO WIN! 

CIRCLE #143 ON READER SERVICE CARD. 



MEGA CD COMPATIBILITY 
I've heard that the Japanese Mega 

CD-ROM will work with the U.S. Gen¬ 
esis system. I want to get one but I 

I have seen the Mega CD-ROM 
advertised in several mail order ads. I 
think Sega now has the product that 
will blow away anything that the 
Super-NES can ever hope to do. I 
want one and plan on ordering it, but 
will it be compatible with the U.S. 
CD's when they come out? You are 
the ones who always get the info first. 
Should I buy the Japanese Mega CD? 

Bill Laporte 
Houston, TX 

Sega says the Japanese Mega CD- 
ROM will NOT play U.S. CD games'! 
(Ed. Sorry guys. We have just found 
out, and Sega of America has con¬ 
firmed it, that only the U.S. Gene- 
sis/U.S. Mega CD-ROM systems will 
play the U.S. CD games. While some 
of the U.S. Genesis systems (the old 
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Beast' systems) when com- 
ith the Japanese Mega CD- 

ROM systems will play Japanese 
CD's, this combination will not work 
with American CD' games when they 
come out. Sega has built in a double 
protection system that recognizes 
both the software and the hardware. 
Save your money for the U.S. Mega 
CD-ROM. For all the details see the 
EGM Express and the special 5 page 
Mega CD section in this issue!) 

MORE ZELDA 3...! 
I can't believe it! I've been combing 

every magazine looking for anything 
new on Zelda 3, and every month - 
nothing. That is until I saw your Jan¬ 
uary issue. Awesome! I want that 
game even more than ever! By the 
way how did you get the info before 
THEY published it? Print more! 

Adam Wilson 
Atlanta, GA 

The ne <s fantastic game 
on the Super NES. I didn't know it 
was so close to production until I read 
your article. That is the reason why I 
buy your magazine. While other mag¬ 
azines are getting excited about the 5 
year old Zelda 1 you are out there 
telling us about Zelda 3. 

Lyle Stevens 
Chapel Hill, NC 

A Link to the Past looks like it is 
going to be awesome! These are the 
games which will put the Super NES 
into the lead in the 16 bit race! Keep 
up the great S-NES coverage! 

John Banes 
Denver, CO 

(Ed. We are as excited about Zelda 3 
as you are and that is why we are giv¬ 
ing it four more pages in this issue. 
You can always count on seeing only 
the newest games here in EGM.) 

SYSTEM WARS..PART 2! 
Give it up Genesis players! The S- 

NES has it all over the puny Genesis. 
Not only do we have all the great 
companies like Konami, Capcom and 
Acclaim to make the new carts, but 
just compare the specs of the two 
systems. Where is your Mode 7? 
Then should we compare colors? 64 
on the Genesis to the 32,000 for the 
S-NES! There is only one system and 
you'll see that in 1992 when there are 
twice as many S-NES as Genesis'. 

Trevor Paton 
Nashville, TN 

Genesis is number one! The Mode 
7 in the S-NES is a joke. Most games 
aren't even using it. For get all the 
overhyped specs and compare 
games. Name your sport and it's 
there for the Genesis. Action, adven¬ 
ture and RPG are in the stores NOW! 
If S-NES players want to talk about 
the future we can only say to 
you...where is your CD-ROM? 

Mark Peters 
Phoenix, AZ 

(Ed. Sales figures aren't in yet, but 
Nintendo has already started to lower 
the price of the S-NES. Hmmm — 
nice marketing strategy! Also, the S- 
NES can only display 256 colors on 

think? Which system is better?) 



16 Bit High-Tech Warfare! 
you've sot the fastest bird to 
be had, but we're not sure you 
can handle it. If you succeed, 
you’ll roam six countries on your 
search for a powerful oil-rich 
Mid-Eastern Dictator. If you bail 
like those before you, we’ll all 
be leamins a new languase soon. 

Not Your Ordinary 
Nuclear Chopper! 
But we’re not looking for your 
average rocket jockey either, 
you’re in command of the latest 
Nuclear Apache. And you’ve got 
7 bone-crushing levels to prove 
yourself. Or rather, protect the 
American way of life. 

With selectable weapons, quick 
zoom, 16 Bit Super NES™ graphics, 
and the largest available game- 
pak(8 MEGS), we don’t want to 
hear any whining. D-Force utilizes 

^IsmiK 
Corporation of America 

sjmumml 
© 1991 Asmik Corporation of America, 50 N. La Cienesa Blvd., Suite 214, Beverly Hills, CA 90211. D-FORCE is a trademark of Asmik Corporation of Americ 
Nintendo, Super NES, and the Nintendo seals are trademarks or registered trademarks of Nintendo of America Inc. 

CIRCLE #160 ON READER SERVICE CARD. 



TREASURE MASTER TIPS? 
I plan to enter the Treasure Mas¬ 

ter contest. I have just bought the cart 
and it is tough! Your tips in the 
December issue got me through the 
first level. Will you continue to print 
tips for the other levels? These prizes 
are big and the best thing in a long 
time for the NES. 

Gerald Koeppler 
Pierre, ND 

The Treasure Master contest is 
awesome! I want to win the Fantasy 
Game Room and I appreciate all the 
attention that you're giving it! Did you 
know your tips are a month ahead of 
the other mags. I have completely 
mastered the first three levels and 
can get through them perfectly. How 
about tips on the last two levels? 

Jason Breese 
San Leandro, CA 

(Ed. This is a good example of what 
we can do by working on a very short 
lead time. Others which require 3 to 4 
months between writing and publish¬ 
ing can't get the tips to you in a timely 
manner. Tips on levels 4 and 5 are on 
page 164! 

We also believe that this is a phe¬ 
nomenal contest and have been 
working with American Softworks to 
make this the best contest ever! 
Check out the special contest on 
pages 126/27. When you call in the 
contest results just say EGM and if 
you're in the first 100 to say it, you'll 
get a free one year subscription to 
EGM!) 

MORE SEGA LICENSEES... 
I have heard that some of the long¬ 

standing Nintendo licensees are now 
starting to make cartridges for the 
Genesis. Does that mean that we will 
soon see Street Fighter 2 (Capcom) 
and Castlevania (Konami) for the 
Genesis? 

Robert Sorensen 
Cedar Park, TX 

(Ed. You are partly right Bob. Many of 
the Nintendo licensees like Acclaim, 
Vic Tokai, Koei and Data East are 
going to be bringing out Genesis and 

Game Gear products in 1992. And 
rumors are circulating that even Kon¬ 
ami is working on Gradius for the 
Mega CD in Japan. Capcom, either in 
the U.S. or Japan has not announced 
any intentions of producing a Sega 
game.) 

LOWER MEGA CD PRICES 
I don't understand why we have to 

pay so much for the CD games. Car¬ 
tridges must be much more expensive 
to manufacture because of the chip 
costs. However, we haven't seen any 
decrease in the game prices for the 
TurboGrafx CD-ROM. Why is this? Is 
NEC just trying to make a lot of 
money off of us? Will Sega then take 
the same approach and charge us 
much more than it costs to make the 
disc? 

Geoff Oster 

- 

The Sega Mega CD's like Sol-Feace 
cost as much as cartridge games! 

(Ed. You are partly correct. While it 
does cost less to manufacture a CD 
disc, there is much more develop¬ 
ment costs to create the game pro¬ 
gram which could be several times as 
large as a cartridge program. Also, 
with the capability of running high 
quality audio, many game companies 
incur larger costs in creating full 
length soundtracks. So far, in Japan, 
the Sega Mega CD-ROM discs are 
selling for as much as the 8 megabit 
cartridges.) 

SUPER FAMI GAMES ON S-NES 
I've owned a Super Nintendo since 

they first came out on August 23, 
1991. I have purchased almost all of 
the cartridges available, but when it 
comes to sports games there are a lot 
missing. I have heard that there is an 
adapter which will let me play the 

Japanese Super Famicom games on 
my Super NES. There are a lot more 
great games out in Japan than here 
and I just don't want to wait for the 
games to come out over here. Is there 
such a device as there is for the Gen¬ 
esis/Mega Drive and PC Engine/Tur- 
boGrafx? 

Alex Kreit 
Oakland, CA. 

The Bridge is one of the many 
devices which allow Super Fami¬ 
com games to be played on the 

Super NES. 

(Ed. There are many such adapters 
on the market. One is called the 
Bridge and another is the Kuma Kon- 

them for you and, depending if they 
are made of metal or plastic, they 
could cost from $20 to $40. Basically 
what they do is extend the cartridge 
input strip from inside the S-NES to 
above the system.) 

MEGA CD-ROM PRICE.. 
I was so excited about the CD-ROM 

from Sega that I called a mail order 
store to see if I could order one and 
he said it was $499. I was very mad! I 
thought it would be $370 (not to 
blame you at all). I love your maga¬ 
zine but you have to get your prices 
straight. Is there any way I can get 
one cheaper? 

Matt Hoff 
Marinette, Wl 

(Ed. You are right there is a large dif¬ 
ference in the prices. If you lived in 
Japan you could buy a Mega CD- 
ROM for $370. The mail order stores 
here in the U.S. have to pay shipping, 
customs etc. and that is why they 
charge more. Also what if they buy 
100 Japanese Mega CD-ROM drives 
and then find out that they won't play 
the U.S. discs (as is the case!) 
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No personal fouls and plenty of 
excitement highlight this bone-crunching 
futuristic basketball title! Dodge missiles, 
saw blades and more as you pound your 
way through the most intense contact 
sport ever created. 

• Fast one-on- 
one action! 
Play against the 
computer or a 
friend (1 or 2 player). 

• Super League Mode! Make your own 
team by buying and selling players. 
Up to eight people can play in the 
same league! 

• Battery back-up lets you save your 
league for future grudge matches! 

^-HUDSON SOFT' 



’’And it um't To to, either, you fool,” I snarled at 

the science officer. But I had this sinking feel¬ 

ing. We'd just completed planetary mining 

operations. 

and trade for weapons and some equipment 

(hmmm, maybe better shields?). I was half 

Half 

thinking about 

Darlene-ft, a Denebian clone I’d met last run in. 

We'd been out for days, exploring 270 star sys¬ 

tems and 800 planets. Having hit everything from 





ms&m's&s® 
This month's Game of the Month 

easily goes to that blue, spike haired 
hedgehog with an attitude, Sonic! 
Yes, Sonic the Hedgehog on the 
Game Gear is the proud recipient of 
our Game of the Month! Not only is it 
faithfully reproduced on the Game 
Gear, but improves on the theme by 
having more levels and being 
portable! So, if you own a Game 
Gear, or are thinking about buying 
one, you will definitely want to check 
out Sonic the Hedgehog! 

Steve (Mr. Numero 
Uno) Harris thinks 

now that the Mega 
CD is here. How 
about that cool full 
motion video! 

Ed (Soon, Guy) 
Semrad is gearing 
up his camera to 
give you the com¬ 
plete scoop behind 
the scenes at the 
CES! I'm excited. 

Martin (Dude) 
Alessi is still wait¬ 
ing by the mailbox 
for his SNES 
speed-up board to 
arrive! He'll finish 
Zelda 3 before that! 

Sushi (No Nick¬ 
name) X is sharp¬ 
ening his blades 
for the CES. His 
sabres will get a 
workout, especially 
in the 8-Bit section! 
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The adventures of Mega Man con¬ 
tinue with another exciting sequel, 
Mega Man 4. However, you will 
learn much of the Mega Man story in 
this episode. Mega Man must once 
again stop the eight evil robots of 
the maniacal Dr. Wily. After defeat¬ 
ing these robots, you must Journey 
through two castles to eventually 
reach Dr. Wily. Great graphics and a 
wide assortment of power-ups make 
Mega Man 4 a terrific sequel! 

ild say that this ga 

Ninteodjfljhl Tf 

A 
e- livegather quic 

by the Shredder! To top it off, he has 
even kidnapped April O'Neil as well! 
Pick from the famous four and set 
out to kick some tail! All new moves 
are here, including some ultra-pow¬ 
erful special attacks! If you are hav¬ 
ing trouble, invite a friend over to 
help out! This offers loads of fun in 
another T.M.N.T. adventure! 

Live the adventure of the Jedi 
Knights once again with The Empire 
Strikes Back from Lucasfilm. You 
have many missions to accomplish, 
like destroying Darth Vader's 
probes, destroying At-At's, talking to 
Yoda, and even facing Darth with 
only a light saber and your wits to 
help you! Many animated cinema 
displays relate the story as you 
progress. The Empire Strikes Back, 

o far away! 

te 8-Bit hero is back for another a The graphics . 
_ 

luickly. I love 
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fligh-speed futuristic action/adventure. 

Graphics with full 16-bit power. 

Stereo sound with fresh effects. 

3-D backgrounds pull you Ite l|he acti 

High tech at a great price!' V V* 



Strategy game lovers will really 
appreciate Rampart from Jaleco. 
Originally in the arcades, it has now 
been translated for the NES. Your 
objective is to build your castle and 
fortify it with cannons. After fortifica¬ 
tion, you will be attacked by enemy 
ships. Destroy them, and you can 
expand or rebuild your castle with 
assorted pieces, but do it before 
time runs outl Rampart is definitely a 
welcome change to NES! 

Surprisingly Rampart is one of the most 

something. 

Nintendo - Acclaim 

WIZARDS AND WARRIORS 3 
Theme: Adv. Available: Feb. 
No. of Levels: NA Megabits: 2 

The evil Malkil has returned in 
Acclaim's Wizards and Warriors 3. 
Malkil's power has increased dra¬ 
matically since he now controls not 
only the Royal Palace, but the citi¬ 
zens in the quiet town of Piedup. 
Kuros must find the sacred Mega 
Gems, as they are his only hope of 
reaching the Palace. This time, 
Kuros can even change his disguise 
to sneak past guards and possible 

has picked up in its evolution. 

Sequels that don't improve on their prede- 

innovative thought. ^^^Ht a sequel, it's 
a rehash of the san^^^W A real sequel 
should incorpora^^Msany new tech¬ 
niques and levelff^^Bblows the last 
one away. same repeti¬ 
tive action and as the previous 
two, with not enough improvements. 

Nintendo - Konami 

MONSTER IN MY POCKET 
Theme: Action Available: Feb. 
No. of Levels: 7 Megabits: 2 

The once famous toy line now has 
its very own NES game! Choose to 
play the part of a Vampire or Mon¬ 
ster and set out to stop the fiends 
that Warlock sent after you! Y6u 
must journey through the house and 
find your way to Warlock's lair 
before he manages to destroy you 
first! However, you aren't helpless. 
You can perform a double jump over 
enemies, and you have a flaming 
punch to blow away your foes! 

Strip away the license and the overgrown 
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Bring the Strip to your neighborhood—and the 

'"casino of your choice home to your living room. Set 

off with your friends to that magical oasis where dreams 

come true, and fortunes are made and lost. Combining four of 

the most popular casino games into one exciting package, 

VEGAS DREAM lets up to four players compete in the Hal Palace 

Hotel casino. Side bets, sub-plots and a cast of fascinating 

characters assure non-stop action. Try your hand at Blackjack 

or Roulette, spin the Slot Machines in denominations from $1 

to $100, then take a little break in the action and play a few 

games of Keno. Loan money back and forth, change to a 

different game at any time, or save your bankroll 

to use next time. Tike ^J^a chance on VEGAS DREAM—odds 

are you’re going to love it. 

Available April, 1990. 

CIRCLE #110 ON READER SERVICE CARD. 



Genesis - Arena 

BATTLEMASTER 
Theme: RPG Available: Now 
No. of levels: NA Megabits: 4 

Battlemaster is a fantasy arcade 
adventure set in a world of myth and 
feudal strife. The land is in ruins, 
and isolated villages, towns and cas¬ 
tles are divided by areas of chaotic 
monster-infested wilderness. Your 
task is to restore order by conquer¬ 
ing the four kingdoms and handing 
their crowns to the Watcher. Battle- 
master features an overhead dis¬ 
play, many monsters to attack and a 
long quest to keep you involved! 

If I had actually bought this cart with hard 

meter just aDour^^psttom. I his game 
needs more consistency and excitement. 
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16 Bits 18 Holi 

It's the 18th hole - Hal Open Tournament. Sixty of the best golfers in the 
are gathered in one place to decide who will walk away with the Grand Prize 
trophy. You're 7 under par, tied for first. This 22-foot putt is all that stands 
between you and glory. A hush falls over the gallery.. .you check the lie of 
the green.. .measure your stroke.. .address the ball.... 

• Lots of ways to play - One to four players, Stroke, Match, and Tournament 
Play, or head-torhead against the Hal Pro. 

• Each play mode has Amateur, Single and Professional difficulty levels, 
plus Handicap option. 

• Practice mode lets you work on technique. 
•A Hole in One, Eagle, or Albatross earns you a password that 

will let you replay your shot on any Hole in One 
cartridge for your friends! 

Bring your game up to par - play Hal's 
Hole in One Golf! 

* J. * 



The popular cult classic, California 
Games, has found a new home on 
the Genesis. Originally released on 
the C64 and Atari Lynx, it has been 
enhanced for the Genesis. Play 
through five of the best events 
offered: BMX Racing, Footbag, Surf¬ 
ing, Halfpipe and Skating. Up to four 
players can compete alternately in 
the games for added enjoyment! 
Great graphics and sound make 
Calif. Games a cart to check out! 

Very rarely do multi-event games work for 

This is what happens when you try to take 

Hey! If you really want to play California 

TurboGrafx-16 - NEC 

DARKWING DUCK 
Theme: Action Available: Feb. 
No. of Levels: 5 Megabits: 4 

Darkwing Duck, Disney's newest 
hero, is here, and he is out to stop 
the forces of F.O.W.L., a newly 
organized crime outfit. Take on the 
leaders: Tuskerinni, Megavolt, 
Moliarity and Steelbeak in each of 
their homelands. Darkwing must col¬ 
lect puzzle pieces to solve the 
F.O.W.L. mystery. Collect power- 
ups and eggs to replenish you r 
strength. Darkwing Duck will be 
available in February. 

Darkwing Duck brings together most of 
the elements that a^^eeen before in 
popular action/adr^H^Bike Mario and 
Sonic. But instead af^Rting an atmo¬ 
sphere of intensity afl^MIding upon the 
options to enha^Ut^Hay mechanics, 
Darkwing Duckl^^to sleep with a 
lack of interaction and challenge. 

player control is notjjflE and leads to 
a lot of mistakesB^Hould have not 

GameBoy - Jaleco 

Q-BERT 
Theme: Action Available: Feb. 
No. of Levels: NA Megabits: 1 

Q-Bert is back and he's straight 
from the arcades to the portable 
screen. That pyramid hopper has 
got his job cut out for him! Jump 
from cube to cube and change each 
top to all the same color. Even Q- 
Bert's arch enemy, Coily, is back for 
his sweet revenge. Of course, if 
things get out of control, Q-Bert can 
always jump on a saucer and be 
returned to the top! For great fun, try 
Q-Bert on your GameBoy 
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POWER CLUTCH sg: 
nl The Super Sonic Control System for 

Turbo Power Propulsion. 
• ADJUSTABLE TURBO CONTROL for each button means 
maximum power at your fingertips! 

• SLOW MOTION CONTROL buys you time to get out of those tight spots! ^—^Ieal of ^ 
• COMPACT SIZE puts performance pom in your hands! °UALrrY 

Any questions? 415/570-7005. 

CIRCLE #202 ON READER SERVICE CARD. 



GameBoy ■ Mindscape 

PAPERBOY 2 
Theme: Action Available: Feb. 
No. of Levels: 7 Megabits: I 

The average paperboy never had it 
so tough! Paperboy 2 from Mind- 
scape is now available for your 
GameBoy! Choose from either a 
paperboy or papergirl and deliver 
your papers! Watch out for the vari¬ 
ous obstacles along the way, like 
tires, cars, gargoyles, and dogs. 
Pick up more papers to finish your 
route and then head into the obsta¬ 
cle course to rack up more points in 
this great arcade translation! 

Game Gear - Sega 

SONIC THE HEDGEHOG 
Theme: Action Available: Feb. 
No. of Levels: 15+ Megabits: 2 

Sonic the Hedgehog is great on the 
Genesis, but now he's portable. 
Sonic for your Game Gear includes 
all of the original levels, plus some 
new ones thrown in to make it more 
challenging! Gather rings and 
power ups on your quest to defeat 
the evil Dr. Robotnik, and free your 
captured forest buddies! Journey 
through a lush jungle, a bridge zone, 
and even a warship! Sonic for Game 
Gear is a game to look for! 

bit Sega machine! I^^p^ppear this will 

If it were the sa^^PRE on the NES, it wonder wholeheagRPf I cant wait to see 
would rate a 7. Retire the B&W, "big N!" an 8-bit ToeJam & Earl! 

Lynx - Atari 

XYBOTS 

Destroy and armada of alien intrud¬ 
ers in Xybots for the Atari Lynx. 
These aliens have taken over a 
space station and it's up to you to 
cleanup! Travel around and waste 
anything that moves! Find coins to 
purchase better weapons and equip¬ 
ment from the vending machines. If 
you find the mission is too difficult 
alone, hook up the ComLynx for 
some interstellar two player fun. 
Xybots will arrive in February! 
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the Islands! 

© ■ 
Princess Tina is lost and only Master 
Higgins can find her! Go thrashin' on your 
skateboard or ride powerful dinosaur 
steeds as you search through 8 wild and 
uncharted islands. You'll face poisonous 
spiders, spitting cobras and a host of 
guardian monsters that are just waiting for 
an intruder to snack on! Take off on the 
adventure of a lifetime in these action- 
packed games for the NES and Game Boy! 

game^highliSth^ 







... Jam your joysticks and blow your bombs, Quatermann hath returned with a bucketful of gaming nasties f 
around the world. This is top-notch goop my Quarter-friends, so sit back and bring your beady little eyes into 
focus... Let's talk to the hardware heads first - especially you guys and gals who have been following the 
progress (and lack thereof) of the Atari Panther turned Jaguar. Latest news from behind the closed doors of 
Atari has the machine christened with a new name: the Sparrow! Going from a cathouse to a birdhouse? 
Maybe. Yours truly has been told by sources in the know that the Sparrow is somehow related to the Jaguar, 
but whether or not it is in fact a replacement for the Jaguar has yet to be seen. Atari appears to be taking the 
machine in a hundred different directions, from multimedia uses to computer to video games. Also, the latest 
rumors have the Jaguar/Sparrow super system possibly using floppy discs as the main soft delivery system! 
Hooray! Copy protection heaven! I can't wait to play with a little spinning wheel and match up words before the 
game will boot! Nice try Hans... 

... Moving over to the Sega camp, where truly marauding Christmas sales have enabled the "We're close but 
always second" gaming corp. to pull ahead and absolutely demolish Nintendo - even with no Pepsi cola tie-ins! 
The Quartermann gives Sega a big thumbs up for the steps they've taken to become the leaders of 16-Bit as 
well as... introduce their own Master System to Game Gear convertor. These cool little items have been floating 
around the mail order houses for the past couple of months. Now Sega themselves will let you take the existing 
library of 8-Bit titles and pug 'em into your GG... The incredible new Contra 4 for the Super NES is really not 
going to be Contra 4 at all! That's because Contra 4 is now Contra 3, even though with the release of Contra 
Force it should be Contra 5. Anyway, the sub-title on this one is Contra 3: Alien Wars... Beware of imported 
Mega CD's! Those rascally folk at Sega are rumored to have a secret plan that will encode each CD disc, 
making machines from different countries unable to read the discs from another. Tricky, tricky Sega... 

... In other Mega CD news, a flurry of American companies seem to be making moves to join their Japanese 
cousins in the support and development of softs for the new Sega super system. Some of these names are 
rumored to include ICOM Simulations, Reactor, Sierra and more! The Q-Mann would have to say that it's still 
early to see who will rise to the occasion on this new Mega platform, but with some of the full-screen, full-motion 
video that the one and only has already seen, I'd say the chances for some top-notch softs are great indeed... 
One of the bigger names that's rumored to be getting into the Mega CD, at least in Japan, is none other than 
Konami! Their first entry is rumored to be Gradius, but whether or not the game makes it to American shores is 
still up in the air... 

...Here's the rumor of the new year: Nintendo is rumored to be working on yet another Mario adventure. The 
specifics of this Mario title, however, are different since it will also mark the return of one of the little carpenter- 
type dude's oldest enemies - Donkey Kong! A 16-Bit update of the original quarter chomper, replete with new 
scenes and better graphics is rumored to be on the way for release sometime in 1992. Sounds like the type of 
game the Super NES was designed to make famous... Could Sega be working on a Super Game Module that 
allow the Genesis to do even more incredible things? I'll tell you first... 

...That wraps it up for this thrilling installment of the Quatermann show. I'll be waiting for the Mac-Man's letters 
to reinforce my inflated ego as well as provide you with the total behind the scenes scoops of the 1992 
Consumer Electronics Show in the next issue! Until that time, remember that old pizza is bad for the health and 
I am the walrus... 

- QUARTERMANN 
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^ The asciiPadr 
^ For Super Selective 

Turbo Propulsion Power. 

• INDEPENDENT TURBO CONIROL TOR All BUTTONS puts more power at your fingertips! 
• STOW MOTION CONTROL big’s you time to get out of those tight spots! 

• HANDS-FREE AUTO TURBO lets you fire 20 shots per second 
without even pressing a button! 

Any questions? 415/570-7005. 
CIRCLE #202 ON READER SERVICE CARD. 



THE GREATEST 
PLAY IN 

FOOTBALL HISTORY. 
Brace yourself for the brand new version 

of the game awarded Genesis “Game of the 
Year" by Game Player’s. 

John Madden Football" ’92. It doesn’t get 
any tougher than this. 

Madden 92 delivers the most guts in 
_/sii£\—football. Twenty-eight 
BENESIS updated pro teams, 

plus a new All-Madden squad. The latest 
plays, schemes, and formations including the 
Run and 
a fistful of new 

defenses, and 
plays 

like Tuf Bronco 
and Hail Mary 

And the tough got even tougher in 
Madden 92. Now your competition adjusts 
to your playcalling. Call a play once too 
often, and you’ll get planted in the turf. 

Permanently It’s the most intense football 
action you can get. And action always 

speaks louder than words. 
So Madden 92 is flat-out 

the most realistic game this 
side of Sunday afternoon. 

•SsSSfiL- " 



The EASN half-time 
Each team roster is packed with 35 men, each 
man rated on six different attributes. Some are more 
durable; others, better on grass; others, better in mud. 
Play to their strengths, and you’ll make it to the playoffs. 

Besides calling 
the shots, you have W 
more moves than a 
cheerleader. Take your 
running back, for example. 
You control every spin, hurdle, 
cutback, dive, you name it. Ust 
the “oomph”button to steamro 
fora first down. If you don’t like i 
you see at the line of scrimmage, you 
can audible. You even choose the weather. 

This seasonh a lot tougher. 
Call a play once too often and you 11 get 

planted in the turf. 

Whtchthe momentum shift after the 
hardest-hitting play in football: the ol' 

Talk about in your lace. 
Instant replay gives you the ultimate 

payback hit. 

EASN gives you better coverage than a nickel defense. The latest sack dance. 
Touchdown boogies. Injuries. Penalties, 

v The gamesavers. The goats. Close-ups that zoom 
\ right in on critical first down ^ measurements. 

Every boo, 
f cheer, or gasp 

" from the crowd. C* 
All the details and 

grit of the sport itself. 
Any play can be instantly replayed. So you 

can analyze blown assignments in slo-mo or fr, 
by tame. After every drive, Madden delivers stats and summaries.m 

Quit talking and get a real piece of the action. 
- Visit your local EA dealer or order by phone any time: ^ 
\ (800) 245-4525. And make Madden ’92 
\ your number one pick: = --- ± 
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SEGA ADDS PROTECTION CIRCUITRY TO 

GENESIS AND U.S. MEGA CD-ROM 

Without a lot of fanfare and press 
announcements (none, in fact), 
Sega has very quietly changed the 
circuitry of the motherboard in it's 
new Genesis systems. 

The editors at EGM noted this 
change when the new systems 
came out late last summer. These 
systems are easily identified 
because the change occurred when 
Sega switched the pack-in cartridge 
from the old Altered Beast game to 
the newer, more popular, Sonic the 
Hedgehog soft. 

At that time, when questioned, 
sources at Sega stated that the 
change was made as a cost saving 
procedure. By reducing the circuitry 
on the motherboard, production 
costs would be less. That sounded 
good, and Sega then passed the 
cost savings on to the game play¬ 
ers by reducing the price of the sys¬ 
tem to $149. 

A few weeks passed and letters 
and calls started coming in to EGM 
from players complaining that some 
of the unlicensed Sega games 
would not play on the new 'Sonic' 
Genesis systems. The game 
Onslaught by Accolade (a company 
not licensed by Sega) along with a 
few other very old cartridges, were 
the ones that readers stated would¬ 
n't work. In addition, now, whenever 
a game was inserted in the 'Sonic' 

If you get this screen when you turn 
on your Genesis system, it has the 

protection circuitry built in. 

The motherboard of the new 'Sonic' 
Genesis' (top) has been condensed 
from the older 'Altered Beast' Gene¬ 

sis (bottom) but it now includes 
protection circuitry. 

Genesis systems a new screen 
would appear before the familiar 
Sega logo screen. This screen says 
"Produced by or under license from 
Sega Enterprises Ltd." 

The plot thickens. In November, 
Sega filed a trademark lawsuit 
against Accolade, and in December 
Accolade filed a counter-suit. In this 
lawsuit, the fact came out that Sega 
did more than consolidate the cir¬ 
cuitry when they made the mother¬ 
board change. 

Sega, of course has the right to 
do whatever it deems necessary to 
maintain the integrity and high qual¬ 
ity of the products which use it's 
system, and this circuitry change is 
a wise move on Sega's part. But, 
even with this change, the new 
Accolade games, as well as the 
Japanese carts still work on the 
new 'Sonic' Genesis systems, and 
all is well....Or is it?? 

Now it's late December and the 
Mega Drive Mega CD-ROM is out in 
the stores in Japan. World Net™ 
sources have sent us a Japanese 
production Mega CD-ROM so we 
could see how different the final ver¬ 
sion is from the prototype. To our 
surprise, the new 'Sonic' Genesis 
system, when connected to the 
Japanese Mega CD-ROM, wouldn't 
work! The old 'Altered Beast' Gene¬ 
sis worked fine (no protection circuit¬ 
ry), as did, of course, the Mega 
Drive. 

Next EGM contacted Sega of 
America and spokesperson, Mr. Al 
Nilsen, confirmed that the U.S. Mega 
CD-ROM discs will NOT play in 
either the Japanese or European 
Mega CD-ROM systems. 

World Net™ sources close to Sega 
of Europe and Sega of Japan have 
confirmed that Sega has a double 
system of hardware/hardware and 
software/hardware protection circuit¬ 
ry built into the Mega CD-ROM oper¬ 
ating system chips. In addition, every 
game CD will also have a special 
program encoded on them to recog¬ 
nize and lock out CD-ROM systems 
from other countries! While the 
'Altered Beast' Genesis/-Japanese 
Mega CD combo bypasses the hard¬ 
ware copy protection, it will not get 
past the software/hardware protec¬ 
tion coming on the U.S. discs. 

Bottom line, don't buy the 
Japanese Mega CD-ROM as it will 
NOT play the upcoming U.S. CDs.. 

When the U.S. Mega CD-ROM comes 
out, there will be protection circuitry 
built in the operating system chip! 
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NINTENDO WORLD CHAMPION 
66 Go for Gold. . . Racing competition, 

tense action, challenging adventure 
and just great fun are available in 
Camerica’s Gold Series Games. 
Setting new standards in 
game play. 99 

Thor Aackerhmd 

Micro-Machines™ 
The best and most innovative 
racing game on the N.E.S. ever! 
Excellent two player interaction. 
27 different circuits - race under 
bridges, power slide around 
comers and more! Constantly 
challenging... it’s great family fun. 

The Fantastic 
Adventures of Dizzy™ 
An exceptional role playing 
cartoon adventure featuring 
Britain’s best selling video game 
character. Exciting worlds of 
logic, memory and adventure 
for the whole family. 

Bignose the 
Caveman™ 
Join Bignose on a pre-historic 
hunting adventure that will take 
you over four islands, through 
perilous caves and even up into 
the sky. Bignose... fun and 
adventure at its best. 

The Ultimate 
Stuntman™ 
Doctor Evil is working on the 
ultimate weapon - so the 
President calls on the only one 
who can stop him! A fantastic 
action adventure featuring 
innovative advances in graphic 
quality for action packed fun. 

EACH GOLD SERIES 
GAME FEATURES: 

• Over 100 hours of 
dynamic game play 

• Exceptional 
graphic quality 

• Massive 2 
Meg game 

LOOK FOR GAMES AT 
YOUR VIDEO OR 
GAME STORE 

FROM 

^AMERICA Q AMES™ 

EASY TO PICK UP. HARD TO PUT DOWN. 

U.S.A. (708) 498-4525 Canada (416) 470-2791 



'GAME GENIE1 CLONE OUT FOR GENESIS!! 
NEC MERGES WITH HUDSON, BRINGS TURBO DUO TO U.S.!! 

GET NES GAMES ON FLOPPY DISK FOR YOUR IBM!! 

It had to happen. With Camerica 
and Qaloob beating Nintendo in 
court to make the Game Genie legal 
in North America, the doors were 
thrown wide open to all types of new 
program altering accessories. It did¬ 
n't take the code-crackers long 
either, as the first Game Genie clone 
is now available through mail order 
companies. 

This accessory is called the Action 
Replay from Datel Electronics in 
England (Note: this product should 
not to be confused with the Game 
Action Replay from STD Entertain¬ 
ment here in the U.S.). 

The AR works in a similar manner 
to the Game Genie. Shaped exactly 
like a Genesis cartridge, the AR 
plugs into the cartridge slot of the 
Genesis. The game you want to play 
then plugs into the AR. When you 
turn on the system you get a new 
screen where you enter the pass¬ 
words. This is done by using the 
control pad to cycle through the let¬ 
ters. When done you flip the switch 
on the left of the AR, and then start 

The instruction book li^st pass¬ 
words for 30 popular Japanese, 
European and U.S. Genesis/Mega 
Drive games. Included are ToeJam 
and Earl, Sonic the Hedgehog, 
Moonwalker, Batman and Road 
Rash. In England the AR sells for 
about $60. Unfortunately, at the pre¬ 
sent time, getting code updates is 
difficult. Bottom line...save your 
money for the Genesis Game Genie. 

Type in the various passwords on 
this screen then flip the switch to 

modify the game program! 

Called the Action Replay, this Gene¬ 
sis 'Game Genie' clone allows you 
to type in passcodes that make you 
invincible, start at any level or do 

new tricks! 

At the Winter Consumer Electron¬ 
ics Show NEC Technologies 
announced that they have entered 
into a joint venture with Hudson Soft 
Co., Ltd. The new company name is 
Turbo Technologies and effective 
April 1,1992 all TurboGrafx-16 video 
game products will be developed 
and marketed by the new Los Ange¬ 
les-based corporation. 

NEC has been running third in the 
16 bit game machine race and never 
could recover from problems that 
date back to it's original marketing 
strategy. While the reduction of the 
game system's price to $99 last 
summer sparked some new interest, 
analysts state that it was just too late 
to significantly impact on the Gene¬ 
sis sales and it wasn't enough incen¬ 
tive to convert the players who were 
waiting for the Super NES. Now, with 
software giant Hudson calling the 
shots, perhaps the new Turbo will 
succeed. 

The TurboGrafx Duo will be coming 
to the U.S. in August with the 4 TV 
Sports games as the pack-in disc. 

EGM has learned that a new com- 

will sell for $5. 
The game card performs the same 

functions as the NES but the major 
difference is that the NES games will 
be on floppy disk. Multix will transfer 
the games to disk thereby assuring 
that the copy will maintain the same 
high quality as the original cart. By 
being on floppy disk, Multix states 
that the games could sell in the $5 to 
$15 range. 

The Multix Game Card will cost 
about $90 and it will plug into any 
IBM computer. It will hold programs 
up to 2 megabits and can be upgrad¬ 
ed to handle the new 4 megabit 
games. Multix is negotiating rights to 
use some of the older NES titles 
from companies such as Sony 
Imagesoft, Acclaim and Asmik. 

EGM spy photos show NES games 
being played from floppy discs 

through an IBM computer! 
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For the lowest prices 

video games and game 

nics Boutique! 

secret that Electronics 

utique is "Top Dog” for video thrills, 

k knows E.B. has the hottest video 

excitement on the planet and is pumped-up with everything 

Nintendo from S^er J^S to Super Mario Bros. 
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Telenet / Mega Drive CD-ROM 

COSMIC STORIES 
Cosmic Fighter is a shooter of 

epic proportions! While not only 
containing beautifully drawn and 
animated cinema displays, this 
game is also one of the more 
intense shooters available! You 
have been supplied with most 
advanced fighter in the solar 
system and it is your job to 
vaporize an entire armada of 
alien attackers. A phenomenal 
game for the Mega CD-ROM. CD games will have minutes of cine¬ 

ma introductions and intermissions! 

Bondai / Super Famicom 

DRAGON BALL 
Dragon Ball is a new fighting 

game for owners of the Super 
Famicom. Choose from two dif¬ 
ferent heroes; a green mutant, 
or a heroic human! Battle huge 
creatures across the land as you 
journey to defeat the ultimate 
evil! Pull up the statistic screen 
and check your health and 
weapons. Dragon Ball is now 
available in Japan and could 
reach America later this year! 

Atlus / Super Famicom 

METAL JACK 
In the future, there is only one 

true protector of peace. Metal 
Jack! Armed with a variety of 
weapons, Metal Jack must rid 
the once peaceful land of the 
invading evil! The bosses you 
encounter at the end of each 
level are difficult to defeat. It will 
take all of your skill as a crime 
fighter to wipe out evil, and 
restore peace and prosperity to 
your city! Available soon from 
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IT’S ULTIMATE BASKETBALL! 
Trash all those other basketball 
cartridges! ULTIMATE BASKETBALL™ 
captures all the thrills and intensity 
of a real full-court basketball game. 
You are in command; leading the 
court, making the plays, and 
scoring the points. 
Want close ups? Go for the Zoom into the action 
slam or a 3-pointer and let the 
full-screen animation blow 
you away! 
When your men start 
to drag, you can substitute 
some fresh blood. 
It's all jam packed into 
one NES cartridge, 
pro-basketball Be a part of the action-not See your shots-up close 
at your fingertips! just a spectator and personal 



Owners of the Super Famicom 
will soon have another fighting 
game to add to their collection! 
Rushing Beat takes on the like¬ 
ness of Street Fighter 2, but has 
the scrolling adventure scenes 
like Final Fight! The on-screen 
characters are huge and ani¬ 
mate very smoothly. Lots of 
moves are available, and the 
enemies are tough! This one 
ought to give Street Fighter 2 
some strong competition. It is 
scheduled to be available in mid 
1992 in Japan! 

Jale<o / Super Famkom 

STG is another vertical 
scrolling, overhead view addition 
to the growing ranks of Super 
Famicom shooters. As done in 
the Gradius series, from the 
opening screen, you choose 
which weapons you would like 
to purchase. After that, head out 
to some serious battles for 
humanity. Fly you r souped-up 
fighter through the scenarios 
and blast away all who oppose 
you! Team up with a buddy for 
some great 2 player cooperative 
action! Available in May for the 
Super Famicom! 

Athena / Super Famkom 

S.T.G. 

The popular arcade game, 
Mercs, was translated for the 
Genesis. Now, there is a version 
in the works for the Master Sys¬ 
tem. Unfortunately, it is being 
done in Europe and probably 

action and intensity has 
remained true to the arcade 
original with little compromise in 
the scaling down to the 8 bitter. 
Blow away your captors, power- 
up your weapons to enormous 
proportions, and defeat the 
marauding enemy army. Mercs 
will be available in July for Mas¬ 
ter System owners. 

Sega / Sega Master System 

MERCS 

— 
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or Just 

: Dragon Warrior III. We make the chal¬ 
lenge. You make the choice. Caution. 
Only the most skilled will be able to 
resist asking for parental assistance. 
If you think RPG means Radical 
Playin' Game, this one's for you. 



It's show time! By the time you 
read this the Winter Consumer 
Electronics Show will be history. 
Over the past few months we 
have given you a preview of 
some of the great softs we were 
able to uncover. Of course there 
will be many more surprises as a 
lot of companies keep their best 
offerings under wraps till the 
show but that's no problem as 
our staff will be there in force with 
our cameras to shoot everything 
in sight for the March issue! 

Just in, Sega has slipped a 
couple of new carts into their win¬ 
ter line up including a new base¬ 
ball sequel and a new action 
game called Kid Chameleon. 
Konami gave EGM a peek at 
Turtles 4 for the Super NES and 
they have a new game in the 

new Batman movie. They have it 
for the S-NES, NES and Game- 
Boy. Sega has it locked up for 
the Genesis. Accolade is moving 
into the S-NES arena with a sec¬ 
ond Turrican game and a conver¬ 
sion of the popular computer 
game Test Drive 2. For the Gen¬ 
esis they snatched up Double 
Dragon and Super Off Road! 
Absolute has been burning the 
midnight oil with Super Battletank 
and Tennis will be out for the 
Super NES. Also on Absolute's 
calender are Race America and 
Battletank 2 for the 8-Bit 
machines. Computer player 
Spectrum Holobyte is 
the 16-Bit wars with Star Trek: 
The Next Generation for S-NES. 
Watch for pictures of these and 
many more surprises in the next 
issue of EGM! 

Basketball games have typically 
not been too exciting, but Hal 
America has the perfect solution; 
NCAA Basketball! Not only does 
this have intense basketball action, 
but it fully utilizes the scaling and 
rotation found in the Super NES! 

For example, when the players 
run around, the court rotates with 
you for a really dizzying effect. 
Also, when the ball is passed,' 

irt scales to keep up with the 
ball! Hopefully NCAA Basketball 



Real World 

Adventure . 

WE SUPPLY THE PAST, YOU MAKE THE HISTORY 

KOEI ■ 50 Bayshore Highway, Burlingame, CA 94010 (415)348-0500 

rs, Amiga and Macintosh. 
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SPANKY'S QUEST 
Natsume / Super NES 

Spanky's Quest is a new adven¬ 
ture game for the Super NES. 
Spanky must travel through many 
stages collecting keys to travel fur- 

into the journey! Along the 
way, Spanky can destroy enemies 
by using his bubble attack that has 
” re stages of power. There is a 

ital of 5 different stages for 
Spanky to conquer, with many 
smaller levels in between! 
Spanky's Quest may look like a 
kiddie game, but it will challenge 
even the most demanding players! 
Spanky's Quest is more fun than a 
barrel of monkeys! 

One of the most popular games 
in Japan is going to be brought 
over to the States by JVC. In Dun¬ 
geon Master you must make your 
way through endless hallways, 

' ed with some of the most 
hideous monsters ever conceived. 
The game is set in a first-person 
'through your eyes' perspective 

1 :he mazes of dungeon corri- 
are huge! In concept, DM is 

similar to many of the other dun¬ 
geon type games but by being an £ 
meg S-NES super cart it has 
superb graphics and smooth 
enemy animation. 

DUNGEON MASTER 
JVC Ind./Super NES 
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The Mistress 
Of The Wind 
Will Blow 
Your Mind. 
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When these 

MONSTERS CLASH 

THE EARTH 

TREMBLES 
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ALISIfl DRAGOON 
/ Genesis 

WARRIOR OF ROME II 
Bignet/ Genesis 
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The Ultimate Strategy Simulation 
Game is yourstoEkperience! 

jikster of Monsters 
Gaya, king of the Dark World, summoned five of his loyal sui 
fierce warlock, a sorcerer with healing powers, anevil wizard, Ne 
the master of chaos and confusion, and Samona, who possesses power over 
all good and evil subjects. Gaya looked over his five masters of magic and 
spoke: "The time has come to choose a new king, but only one of you will 
reign. You will use your magical powers to create fighting monsters and 
ultimately you will live or die. Whoever remains will conquer and inherit 
my kingdom. Though you may win or lose, each of you must fight to the 
end to be worthy of ruling my kingdom." 
After Gaya spoke, he pointed to a door behind the five masters of magic. 
"On the other side of the door, I have created a world of the Master of 
Monsters; roared King Gaya. "Go and fight to your victory!" 

/teyvG^TOV 
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The ultimate question for any 
megagamer... "what is the most 
advanced home system on the mar¬ 
ket?" I would like to settle this once 
and for all! Take a look at the facts... 

Everyone seems to be talking about 
the new 32-bit processors and the 
64-bit system. The 32-bit processor 
is not exactly new and the 64-bit sys- 

said many times that to release a 
true blue 32-bit processor to a NTSC 
standard television (regular televi¬ 
sion) would be a waste of time and a 
waste of money. They would literally 
have to include a special monitor 

with all 32-bit and 64-bit systems 
(ie. FM-Towns 32-bit system with 
VGA monitor). To show all of you 
who doubt SNK HOME ENTER¬ 
TAINMENT, INC. and NECK3EO, 
the single 32-bit processor would 
cost more than the NEO*GEO sys¬ 
tem. A processor can process infor¬ 
mation all day long but without the 
proper chips to assist it, it is not 
going to look any better than an 8- 
bit or 16-bit processor. The costs of 
making the system, the support 
chips, the design and cost of the cir¬ 
cuit boards, plus a special monitor, 
is higher than the nations trade 
deficit! 

CD-ROM is the "wave of the future." 
Although this technology may be 
something to get excited about, it 
has yet to be perfected for video 
game use. The access time or lag 
time is the downfall of the CD 
games. 
Nintendo and Sega are both current¬ 
ly in the process of developing CD- 
ROM for the their 16-bit systems. 
Nintendo will have two different CD- 
ROM systems and they won't even 
be compatible with one another. The 
Sega CD-ROM is planned for 
release sometime in the future. Even 
with the new 16-bit processor, the 
hardware design hampers the CD- 
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'■-’hs \ NEO-GEO GENESIS Super NES Megadrive CD-ROM 32-bit 
Processor 68000+z80a 68000 65816 Custom MC68000 Possible 

Processor 

Speed 12.5 mHz 7.6 mHz 3.58 mHz 12.5 mHz 32-bit 

Sound 

Channels 15 10 8 18(10+8) Computer 

Colors 

Displayed 4096 64 256 64 Systems 

Colors 

Available 65,536 512 32,768 512 

Maximum 

Sprites 380 80 128 80 

Sprite 

Size 16x512 32x64 64x64 Unlimited 

Retail 

Price $649 $149 $199 $149+$500=$649 $5 per k 

ROM. Sega enthusiasts boast the 
CD memory capabilities. WOW! 
INCREDIBLE! BIG DEAL?! It takes 
them close to a year to program a 4- 
megabit game. How long will it take 
them to program anything with mem¬ 
ory that even resembles that of the 
NEO-GEO? Keep in mind that CD is 
capable of vast storage capacity and 
both Sega and Nintendo will only be 
utilizing approximately 20% of its full 
memory capability. It still doesn't 
compare to the NEO-GEO's 4,096 
simultaneously displayed colors, 380 
Sprites, and full-screen multi-layers. 
Anyone who knows CD-ROM knows 
that any access time (time it takes 

while loading) is like an eternity of 
waiting compared with NEO-GEO's 
zero access time. Unlike Sega and 
Nintendo, we don't make you buy 
add-ons to get quality games. They 
have come to the edge of their limit 
and to try and compete with 
NEO-GEO would mean buying yet 
another add-on! 

65,536 colors, 4,096 simultaneously 
displayed at one time, 15 stereo 
sound tracks, 380 sprites and multi¬ 
layer screens that fill the entire 
screen. All this, instantaneous mem¬ 
ory access, omni-directional scrolling 
and rotation, enlarging shrinking, 

fade and scaling! This entire 330 
MEG package of power comes in 
one complete set and you will never 
have to buy add-ons or a monitor to 
compete with the other guys. For the 
record, "what is the most advanced 
video game system in the world?" 
NEOGEO, a professional arcade 
system with the same hardware 
found in our No. 1 selling Multi-Video 
System is the only answer for any 
megagamer. A friend of mine once 
said, "NEO-GEO is bigger, badder, 
better," and I say, NEO-GEO is the 
Real Deal. 

NEOGEO 



To put it in words... to write it 
down... that is walking on hal¬ 
lowed ground, but it is my duty. I 
am the Game Lord and one of my 
specialities is to say things that 
cause havoc, debates, and argu¬ 
ments. In the last episode of 
TGLS, I made a statement about 
our memory capability and it has 
gotten blown way out of propor¬ 
tion! Michael Baldeon informed 
me that people on Worldnet and 
Prodigy were debating that issue, 
and I can honestly say that half of 
them didn't believe the Immortal 
Game Lord. It's really quite shock¬ 
ing, but it doesn't matter because 
NEOGEO obviously has the best 
graphics and sound of all sys- 

is visually one of the strongest 
games around. 

Any computer artist or program¬ 
mer can tell you we don't cut any 
corner when it comes down to it. 

One question that many people ask 
me, “Will NEO-GEO come out with a 
Handheld?" SNK will not release a 
portable system like NEO-GEO 
Advanced Home Entertainment Sys¬ 
tem. You see, when a video game 
company starts making handhelds, 
that means they have to split up the 
work force. Instead of having the 
whole Research and Development 
staff working just on their home sys¬ 
tem and developing more games for 
it, some of the programmers have to 
develop handheld software. When 
our competitors release an 8-bit sys¬ 
tem, 16-bit system, CD-ROM, and a 
handheld, and have to write software 
for each system, it could get ugly. 
This is not the style of NEO-GEO, 
therefore, we will not release a hand¬ 
held. Our 12 third party companies 
and SNK's 300 programmers strong 
Research and Development staff will 
never worry about handhelds and 
can concentrate on the only profes¬ 
sional video game system on Earth. 

How many times do you hear 
Nintendo or Sega claiming 
arcade quality graphics? What 
happens when you buy their 
game and the graphics (the 
sound is even worse) are not 
even close to arcade games? 
Aren't you tired of it all? Finally, 
one system with everything you 
want from a video game system... 
the NEO-GEO is here. The only 
true professional arcade hard¬ 
ware and software. Sounds like it 
could be an advertisement, don't 
you think? 

People think that Chad and I 
downplay the Sega and Nintendo, 
but don't get us wrong, we like 
Sega and Nintendo. See for your¬ 
selves, though, because when 
you want the best game system 
in the world, Quality is what you 
expect... and get from SNK, 
Home Entertainment, Inc. 

CROSSED SWORDS MAGICIAN LORD FATAL FURY 
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NO MATTER HOW YOU 

THE 
MULTI-LINK 

FEATURE 
One thing that the Handhelds 

have that most home video game 
systems lack is what we call the 
Multi-link feature. A feature first 
seen on computers and in 
arcades. The Multi-link is the 
ability to connect two or more 
complete NEO*GEO systems 
together. Both systems run paral¬ 
lel and each player is playing 
interactively in the game. 
NEOGEO Multi-link cartridges 
have a port where the Multi-link 
cable is plugged into and instead 
of making you buy a special 
cable from SNK, you can use a 

RIDING HERO 

42 MEGs 

standard phono-jack to phono- 
jack connection cable for the 
Multi-link cable. 

Multi-link will add new dimen¬ 
sions to gaming and bring a 
whole new meaning to the 
words, "2-player simultaneous 
game play." In the arcades, 
games like Cyberball 2072, Final 
Lap, Cadash, Steel Talons, and 
Chicago's battletech center have 
incorporated the Multi-link fea¬ 
ture into their games. Cyberball 
2072 shows how we can make a 
football game (vertical scrolling) 
that hides plays, always gives us 
a good perspective (I hate play¬ 
ing defense going down the 
screen), and is the best four 
player football game ever. The 
other games show that simulator 
racing, helicopter, Mechwarrior, 
and jet plane games can only be 
played (more than 1 player 
simultaneous) with a Multi-link 
action. Our Riding Hero (42 
MEGs) is a great example of this. 
Although League Bowling's (26 
MEGs) Multi-link is purely used 
for 4-player simultaneous play, at 
least everyone knows that we 
have that capability. 

The NEO*GEO Advanced 
Home Entertainment System has 
330 MEG capability, 380 sprites 
(16x512), and the processor 
speed of 12.5 megahertz. This 
means that because of our huge 

memory capacity, we will have 
Multi-link games with play fields 
as large as life.You can also be 
sure that because of our proces¬ 
sor speed and number of sprites, 
our 4-player simultaneous games 
won't flicker and slow down as 
much as the other guys. All in all, 
with the power of the NEOGEO 
and Multi-link capability, the 
future can only look bright for the 
only true professional video 
game system. NEOGEO is the 
Real Deal. 

LEAGUE BOWLING in 111 
26 MEGs 

lllll 
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KING OF THE MONSTERS II 
New Sci-fi monsters, new fighting 
arenas and killer voice sound. This 
will be the definite summer block- 

ART OP FIGHTING 
You'll never play a fighting game 
like this. This will be the number 
one action fighting game of all time! 
2-player simultaneous. 

1. STREET FIGHTER II [H] (Capcom) (8) 9.53 
2. WRESTLEFEST [H] (Technos) (2) 8.93 
3. SUPER BASEBALL 2020 [S] (SNK) (2) 8.37 
4. EIGHTMAN [S] (SNK) (1) 8.20 
5. KARATE BLAZERS [H] (McO'River) (1) 8.17 
6. CLUTCH HITTER [H] (Sega) (6) 7.85 
7. VENDETTA [H] (Konami) (2) 7.68 
8. CROSSED SWORDS [S] (SNK) (3) 7.64 
9. BURNING FIGHT [S] (SNK) (5) 7.53 

10. SENGOKU [S] (SNK) (8) 7.51 
11. HIGH IMPACT [H] (Williams) (9) 7.49 
12. BLUE'S JOURNEY [S] (SNK) (5) 7.33 
13. FINAL FIGHT [H] (Capcom) (21) 7.18 
14. KING OF THE MONSTERS [S] (SNK) (7) 7.08 
15. GUN FORCE [H] (Irem) (6) 7.00 
16. RAIDEN [V] (Fabtek) (15) 6.98 
17. OFFROAD TRAKPAK [R] (Leland) (18) 6.91 
18. MVP [H] (Sega) (14) 6.71 
19. NINJA COMBAT [S] (SNK) (13) 6.49 
20. VIOLENCE FIGHT [H] (Taito) (17) 6.48 

1. Magician Lord 
2. Baseball Stars Prc' ' 
3. NAM-1975 

[H] horizontal 

[S] system 

[V} vertical 

[R] retrofit 

Ninja Combat ' November 1991 Replay Magazine 





UP+A+B 
The first special attack consists of 
mystical charging of your life 
force, which is then transferred 
into your weapon and released 
toward your opponent. Since this 
attack shoots at enemies in the 
background as well as in the fore¬ 
ground, it can provide a powerful 
ace in the hole against certain 
area bosses. This uses life points, 
unfortunately. 

A+B 
The second special attack is cer¬ 
tainly the most devestating! In 
certain cases, you can wipe out 
the entire life bar of your oppo¬ 
nent! When you press A and B 
simultaneously, you will use your 
fierce training as a knight and 
slice your opponent to ribbons in 
a flurry of slash-attacks. This 

prove invaluable in battle. 

DOWN+A+B 
The last special attack is a power¬ 
ful burst of purity that comes 
straight from your soul. This flash 
of goodness weakens evil crea¬ 
tures, and in some cases, 
destroys them entirely. This spe¬ 
cial attack can be vital in close 
one-on-one encounters with the 
enemy. It will not damage far 
away enemies, but it will knock 
back even the strongest foe. 
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In any sport or competitive 
event, being the best is the high¬ 
est honor to achieve. But, the 
road to being the best can be 
"Fatal." Jett Bogard was the 
reputed best in street fighting 
and was a threat to evil men like 
Geese Howard. To control 
Southtown, Geese kills Jeff and 
no one was left to oppose him. 
Ten years later, Jeff's sons, 
Terry and Andy Bogard set out to 
avenge their father's death. 
Howard's control has grown so 
big that the only way to get to 
Geese is to compete in the King 
of Fighters Tournament. 

Choose between three charac¬ 
ters on your way to Geese. Joe 
Higashi uses Taiboxing martial 
arts and is fast with his kick. 
Terry Bogard trained on the 
streets and developed his own 
street fighting style. Andy Boga¬ 
rd, younger brother of Terry, 
uses karate and has the easiest 
special attacks. Each character 
has more than 4 special moves 
each included with the standard 
kicking and punching attacks. 
Play against a friend or play 2 
against the computer and fight 
each other. 

Fatal Fury: King of Fighters is 
one-on-one competition fighting 
at its best. Superb graphics, fluid 
animation, and a NEOGEO 
quality soundtrack make this the 
greatest home game ever! This 
game will definitely be talked 
about for years, and because of 
the two player competition, I 
don't think your friends will ever 
let you put this in the closet. Only 
games of this magnitude get 
dubbed, "The Game Lord's Pick 
of the Month!" 

Pao Pao Cafe 
Take on Richard 
Myer, whose fast 
feet will keep you 
on your toes. 

Sound Beach 
Michael Max is 
ready and waiting 
with his deadly Tor¬ 
nado Punch! 

Howard Arena 
Tung Fu Rue is not 
all he appears to 
be. Prepare for 
quite a surprise! 

West Subway 
Duck King has a 
ball attack that can 
send you flying! He 
is easy to throw. 

South Town Village 
Billy Kane carrys a 
mean stick, and he 
knows how to use 
it! Low kicks work. 

Bonus Rounds 
Test your finger 
speed and stamina 
with a quick game 
of arm wrestling! 
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NAPALM PUNCH 
4r \ ->• A 

This punch 
lines the 

ground with 
I fire to toast 

your foe. 

FLASH KICK 
B 

The Flash Kick 
does incredible 
damage to anyone 
foolish enough to 
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r joystick! 
r It's the only 24 Bit 
Jlome Arcade System 

If you think today’s home video games are 
designed for the just recently potty-trained 
pubescent, get off the couch and discover 
the DAT of home video entertainment. 
NEOGEO. 

This ain’t Pong or Pac Man. NEO*GEO’s highly 
sophisticated electronics bring the technical 
superiority of 24-bit, real arcade 
graphics right into your home! 

State-of-the-art, 4-dimensional 
characters come screaming right in 
your face, enhanced by more than 
65,000 dazzling colors. 

You can become a cunning super spy. A bad 
ass bazooka-wielding madman. A major 
league home-run hitting hero. Or just about 
anything imaginable! 

It’s time to quit whining and grow up. Add 
NEO»GEO to your arsenal of home 
entertainment toys and play with the 
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In New York: 
MACY'S 
SAVEMART 
NOBODY BEATS THE WIZ 
TOYS-R-US (Manhattan) 
VIDEO GAME ALLIANCE 

Or Call SNK HOME ENTERTAINMENT, INC, TO ORDER ANYWHERE! 

1-800-800-NE0»GE0 

NEOGEO IS AVAILABLE 

In California: 







The travels of Sadler begin in a small desert town but take him 
across a world filled with magic, monsters and adventure! Join 
the nomadic warrior on his quest to rid his lands of an evil 
invasion. See the mystic realm unfold before your eyes in the 
map scrolling mode! 
Converse with townsfolk and villagers in the RPG mode to gain 
valuable information. You will meet a variety of people, from 
wandering holy men to bold desert bandits. All of whom possess 
important clues to aid you on your expedition. 
But don't forget the action! You'll need all of your shills as a 
fighter and a spell-caster in the combat mode to destroy the 
massive armies that await your arrival. Fight well and the | 
land may know peace again! 
• Buy weapons and magical potions 1 , - r-„—r-1 increase your 

strength and vitality! 
Search for powerful magic to defeat the invaders of 
the desert! 
3 modes of gameplay; interactive RPG, vast map 
scrolling and intense hand-to-hand combat 







Awesome Passwords - Here 
are quite a few codes to keep 
you busy with this addicting 
game! Go to the password 

FUN TRICKY 

LEVEL 1. HCNUPDR KORIHCI 
LEVEL 2. AOBYEKU IHCAHOG 
LEVEL 3. TERUKAY UKORADE 
LEVEL 4. HADONUR MUKASSI 
LEVEL 5. USIAZNO AYSUUYN 
LEVEL 6. SINEMAT URIAGNU 
LEVEL 7. URERUZU KOABENA 
LEVEL 8. KAHUKAK HINEUON 
LEVEL 9. IEKOZIO EUKUTAD 
LEVEL10. SOUKANO UUYSSIE 

LEMMINGS 
(Sunsoft/Super NES) 

option and put in these codes 
so you can advance to higher 
levels. More to come next 

TAXING MAYHEM 

URIHOAN IHSOWUY 
AKIKNEG PNATTEP 
NAHCNAG ANIIARA 
ONAKASO TTATAAG 
OISNEDN IJUKARA 
ASURUSN KATUOSi 
NISUKAY NIHSETI 
INIAKES USAGAKA 
NUFOGET NOHOYIA 
IURAARA TUMENES 
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Fun with whole 
Flintstone family 

Plenty of 
prehistoric pals 
and funny foes 

Surprising new 
friends in the 
future 

CIRCLE #161 ON READER SERVICE CARD. 



VIKING CHILD 
(Atari/Lynx) 

RVGAR 
(Atari/Lynx) 

BATMAN: RETURN OF THE JOKER 
(Sunsoft/Nintendo) 

Level Codes - Are you having 
trouble getting past the Joker's 
minions? Here are all of the level 

codes to make things quite a bit 
easier. Just choose the password 
option and enter these codes. 

Dale R. Beebe 
Regina, Canada 
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REAL TEAMS....REAL PLAYERS....REAL FOOTRALL! 
TECMO SUPER BOWL HAS 28 NFL TEAMS AND OVER 800 REAL PLAYERS 

Available Now! 
PLEASE RUSH ME THE SPECIAL ADVANCE SPECIFICATIONS ON TECMO SUPER BOWL 
AND A LIST OF STORES WHERE I CAN GET TECMO SUPER BOWL. 

NAME: 

ADDRESS: 

CITY_STATE_ZIP 

AGE 

Send To: TECMO INC. 
Dept. TSB-E 

Carson, CA 90746 

CIRCLE #123 ON READER SERVICE CARD. 



JOHN 92 SUP 
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CASTLE VAN in a 
(Konami/Super NES) 

taken to a section that has a mas¬ 
sive amount of power-ups. The 
pictures below show the sections 
and how to get to them. 

mm 

Shi . 

Whip these sets of blocks and 
you will be able to enter here. 

Break this block in the floor 
and climb down the stairs. 

As you step on the block, you 
will be taken to this screen. 

94 Electronic Gaming Monthly 



_ BOY NEW 
TECMO BOWL 
Based on the famous arcade and NES games. 
Now you can take the super action of Tecmo 
Bowl with you, anywhere! 
Whether you're playing against the computet or 
a friend with the "Game Link™" cable, Tecmo 
Bowl gives you the same award winning football 
action as the NES version. 

NINJA GAIDEN SHADOW 
Now for your Game Boy! Fight with the all new Ninja 
Gaiden 'Shadow" through his awesome new 
adventure, in the future. 
Collect the secret ninja power-ups to gain energy and 
ninja life force. Use the new ninja "Ninchaku" Rope 
and the "Art of the Fire Wheel" to defeat your enemies. 
Use your proven ninja skills, and techniques to fight 
your way through the many challenging new levels 

cmsi TECMO INC.: 18005 S. ADRIA MARU LANE, CARSON, CA ‘ 
Nintendo and Nintendo Entertainment System,; 
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SUPER MARIO BROS. 
(Nintendo/NES) 

Game Genie Code - Here is 
another code specifically for 
Game Genie owners. Enter the 
password: POEISA. Now, Well, this code, specifically for 

the Game Genie, makes your 
enemies appear at least one 
inch off of the ground. Just ent< 
six I's on the screen. 

NINJAI CAIDEN 
(Nintendo/NES) 

Game Genie Password - Start off 
with 13 men in this classic game. 
You must have a Game Genie for 
this trick to work. Enter the code: 

IAUVLIZE 
Now, you have a good head start 
on the enemy! Reynard Moore 

Duluth, MN 

<C^> 
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Digitized graphics 
of live action for 
the meanest, 
nastiest, hand- 
to-hand combat! 
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► “An unmitigated delight. 
NIBBLE 

► “A tremendous achievement. 
COMPUTER GAMING WORLD 

► “Prince of Persia™ is the 
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ovbKvicw GAME GEAR overview 
COLOR PORTABLE VIDEO GAME SY 

BATTER UP 

Namco 

Batter Up has proven 
itself to be a worthy base¬ 
ball game. Pick your team 
and field, then play ball! 

BERLIN WALL 

Kaneko 

In Berlin Wall, you must 
dig holes to capture your 
enemies. Similar in play to 
Lode Runner. 

CHESSMASTER 

Sega 

Now you can play chess 
anytime with Chessmaster 
for your Game Gear. A 
great game for thinkers! 

CLUTCH HITTER 

Sega 
Clutch Hitter is another 

great baseball game for the 
Game Gear. Lots of action 
and great graphics! 

DEVILISH 

Sage's Creation 

Similar to Breakout. Bash 
through the different layers 
of walls before time runs 

HALLEY WARS 

Sega 

Blast through the galaxy 
to defeat the forces of evil. 
A great vertical shooter for 
the Game Gear. 

JOE MONTANA FOOTBALL 

Sega 

Take Joe on the go with 
your Game Gear. Pick your 
play and head onto the field 
for some great football action 
with Joe Montana! 

i 
f 

* 

'* r 

In this brain teaser, you 
must move the pieces of 
the puzzle around to create 
a safe pathway for your 
sphere to travel on. 
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LEADERBOARD GOLF 

Sega 

LeaderBoard Golf has a 
new home in the Game 
Gear. Choose from a wide 
array of clubs and courses 
to play on in this latest golf 
game for the Game Gear! 

SHINOBI 

Sega 

Play the part of Shinobi 
and rid your town of evil 
forces. Travel through four 
areas to defeat the rulers 
of the land! 

NINJA GAIDEN 

Sega 

Take your trusty Dragon 
Sword and rid the land of 
evil ninjas. Great action 
that's faithful to the original. 

pH 
PACMAN 

Nam<o 

Pacman is once again on 
the go. Your yellow dot 
gobbler has all the great 

jjgg 
POPILS 

Tengen 

The beautiful princess 
has been kidnapped by the 
sorcerer Popils. Rescue 
her by punches blocks! 

H TTiTmUM 

SONIC THE HEDGEHOG 

Sega 

Sonic's back for more fun 
ontheGG. All the same 
levels are here, as well as 

'Ajfl F53- 
!):}J 

V g 1 

. ""1 
SPACE HARRIER 

Sega 

As a Space Harrier, you 
must rid evil in a 3-D fast 
paced world. Exciting 
graphics and game play! 

S p 
, M 

' r 1- 
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Good Enough For Our Line. 
loe Montana quarterbacked his San Francisco team 

Jto 4 Super Bowl titles. Now, Joe Montana Football 

leads the Game Gear line of super video games. 

Game Gear's newest addition lets you call plays, 

* scramble, pass and score just like Joe 

^^^"Montana, pro football's "Athlete of The 

~ Decade". But Joe Montano Football is just 

'• fb A|’ ““ *'• one of many stars in an all-star line-up. 

L 3§J | Game Gear has lots of super games with 

many more on the way. Games that test 

ed television picture. y0ur intelligence, stamina, and reflexes. 

That take you to fantastic worlds where sorcery and 

magic rule. Games of skill and chance. Popular 

arcade hits and some you've never seen before. 60 

captivating titles available during 1992. And Game 

Gear's color screen is sharp, bright and portable. So 

you can play anywhere, anytime. Game Gear, Joe 

Montana, and a full line of super titles. It's a sure 

winner. At home, and on the road. 

World (las: 



ri\CVic>«j rKtvicw) 

In this shooter, you 
must set out to stop the 
wave of attackers 
threatening to destroy 
the world! 

Ax Battler is an action 
and role playing 

a lot like Golden Axe 
the action scenes! 

CHASE HQ 

Taito 

Race your police car 
through traffic to nab 
the bad guys by blow¬ 
ing up their car. Great 
arcade adaptation. 

CRYSTAL WARRIORS 

Sega 

Crystal Warriors is a 
new RPG for the 
Game Gear. Gather 
up your party, equip 
them and head out! 
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NO PURCHASE NECESSARY 
1 Soft Hotline to get the name 

1 - (415) - 495 - HINT 

1) Name three teams that appear in any of the four leagues from the Bill Laimbeer 
same for the Super Nintendo Entertainment System or call the Hudson Soft Hotline 

tickets to the 
NBA basketball game nearest you. Plus, a bas¬ 
ketball autographed by Bill Laimbeer. Plus, a 
Super Nintendo Bill Laimbeer game cartridge. 

I/LLeV blilLL’ Three people wHI receive 
L LU"^ L a basketball autographed 
by Bill Laimbeer. Plus, a Super Nintendo Bill 
Laimbeer game cartridge. 

tLlrLLUL Six lucky winners wiM 
receive a Super Nin¬ 

tendo Bill Laimbeer game cartridge. 



SEGA GAME GEAR 

HtFum 
BATTER UP!! 

The bases are loaded and it is the 
top of the ninth. You are down by 
three runs, and a grand slam here 
would win the game and get you in 
the World Series. All of the pressure 
is on you. If you hit this ball out of 
the park, you can be the hero of the 
whole town (and maybe star in a few 
commercials), but if you mess it up, 
you may find yourself traded to a 
new team. Do not let the pressure 
get to you! Another good thing, since 
you will be playing this game on the 
Game Gear, you will be able to take 

all of this great action anywhere! 
In this game, you can be any team 

you want from the 26 professional 
baseball teams in existence. Once 
you have picked your team, you play 
the role of the manager. Therefore, 
you can pick who your starting pitch¬ 
er will be, and, if he starts to lose his 
edge as the game progresses, you 
can go to the builpen for a relief 

When you are pitching, you can 

Unlike most baseball games, you 
do not have to play a full 9 inning 
regulation game every time you 
play. In Clutch Hitter you have the 
option of playing either a five, seven 
or nine inning game. This will be 
helpful because you can finish a 
game even during short trips. 

The game play is similar to most 
other baseball games, but there are 
a few new twists. When you pitch 

9 

the ball, you pitch away from you 
(into the screen), but when you hit 
the ball, the ball comes towards you 
(out of the screen) like RBI Baseball. 
When pitching, you can choose from 
four different pitches. You can throw 
a fastball, slowball or a curveball to 
either the right or the left. Make sure 
not to curve the ball too much, as 
you may hit the batter and give him 
a free trip to first. 

Keep the pitches low and leave 
the other team swinging!!! 

If you hit the batter, you will get to 
watch him limp around a bit, but 

you will also give him a free stroll 
to first! 

It is not a great sight but if you 
don't play your best, you might 
be the manager of the team who 
goes crying into the locker room 
when the game is over, and you 

have lost! 
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Fun to watch, and 
even more fun to play. 
Junction is an action game 

masterpiece! 

SIMPLE TO LEARN 
IMPOSSIBLE TO 

MASTER 



SEGA GAME GEAR 

DIMES! 
The unspeakable 

has happened! Magi- 
ca Dispell has 
taken Uncle 
Scrooge's four 
lucky dimes 
and Donald's 
Nephews! F 

must try 

Along the way, you 
will find Magica's 

friends who would 

nice duck din¬ 
ner! Grab the 

LOUIE'S STOCKADE 

THE BROILING DESERT THE BURNING LANDS 

THE ARCTIC WASTES 

Quicksand 
and flying 
harpoons are 
your main 
problems. 
Be sure to 
find the 
hidden 
1-ups! 

Even though 
the disk is weak, 

you can now 
attack upwards. 

THE DISK/ 

very strong, but 

range of attack! 

THE HAMMER/ 

SEGA 

' THM 

2 MEG 

GAME GEAR EASY JANUARY 

ACTION 100% 
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Breaking Up Is Hard To Do. 
Especially when you're playing this game. If you think you've seen 

this one before, you're right And wrong. You see, our game is much, 
much, more complicated, with monstrous enemies, high-tech UFO's, and 
wa«s and wa*s of blockades. So we gave you two paddles, offensive and 
defensive, just to even up the odds. But don't get us wrong. You'll like this 
game. YbuTI just have a devilish of a time getting through it afive. 

BMIIE SEMI T 2062 Vblley View, Suite 250/ Garden Grove, CA 92645/ (714) 893-0309 
©1991 SAGE'S CREATION, Inc 
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ies to power your Game Gear, 
why not try the portable battery 
pack. It has built in recharging 
capabilities and attaches to the 
rear of your Game Gear. 

With this exciting new peripheral, 
you can now play all of the existing 
Master System carts! This is one of 
the most asked for Game Gear acces¬ 
sory and now it's available from Sega! 

This lightweight case has two 
separate pockets. One is 
padded for the Game Gear, and 
the other holds 8 to IQ of your 
favorite cartridges! 

DELUXE CARRYING CASE 

This deluxe case holds your Game 
Gear, 10 carts, batteries, manuals, 
and even has a shoulder strap to 
ease carrying! It is made of durable 
nylon and has a zippered pocket! 

If you are going on a long road trip, 
this cigarette lighter adapter will 
become a must have item. When 
plugged into a lighter outlet, you will 
have endless hours of video gaming 
to keep you busy! 

Why not save your batteries for 
when you are on the go? With an 
AC adapter for the Game Gear, you 
can play all your favorite titles with¬ 
out using batteries. Just plug it in to 
a wall and start playing! 

To see even more detail in the 
Game Gear's screen, check out the 
Wide Gear. This unit attaches to the 
bottom of the Game Gear and really 
brings out the action of your carts! 

With more and more multi-player 
games making their debut, the only 
way to access this great capability is 
with a Gear-to-Gear cable! You and 
a friend can go head-to-head for 
some serious gaming action! 

Opt for the TV Tuner for your 
Game Gear, and you can watch 
your favorite shows on the Game 
Gear's high resolution color screen. 
This unit is available now! 
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Hit the Links at Lunch 
GAME GEAR UP 

Super Golf for Game Gear. A full color With Gome Gear's new Super Golf you For Single Players to 

golf simulation with the slice of life. Spin it, have full control over your style of play. Foursomes, kids and 

draw it, hook it, fade it, cut it, give it a little Pick your club, set the tee, and make your adults, and for amateurs 

left to right, punch and run, or crack a slice shot. Its all up to you! Super Golf will test and pros. Tee up to the challenge,; 

O.B. This game plays real, your skill, and keep you coming back. Super Golf for Game Gear today! 

■SDGESH 
CREmiQN 
12062 Valley Vie., Salle 250, Garden Gieee, (A 92645 



WIN A SEGA GAME GEAR! 
ENTER AND WIN BIG WITH MU''AND 

ELECTRONIC GAMING MONTHLY 
GRAND PRIZE! 

GAME GEAR Color Portable Video Game System (includes 
COLUMNS Game Cartridge), SONIC THE HEDGEHOG Game Car¬ 

tridge, GAME GEAR T.V. Tuner, and 
an Official NFL Football personally signed by Joe Montana. 

FIRST PRIZE! 
GAME GEAR Color Portable Video Game System (includes COLUMNS Game 

Cartridge), SONIC THE HEDGEHOG Game Cartridge, and an 
Official NFL Football personally 

signed by Joe Montana. 

THIRD PRIZE! 
Official NFL Football personally signed by Joe Montana, 

a Joe Montana T-Shirt, and 1992 Video Game Buyer's Guide. 

SECOND PRIZE! 
GAME GEAR Color Portable Video Game System (includes COLUMNS Game Ca 

tridge) and an Official NFL Football personally 
signed by Joe Montana. 

FOURTH PRIZE! 
An Official NFL Football 

personally signed 
by Joe Montana. 

50 FIFTH PRIZES! 
A Joe Montana T-shirt 

and a 1992 Video 
Gama Buyer's Guide. 

GAME GEAR 
think Seea should come out with. 

2) Write it on a POSTCARD alone with your name, 
address, aee and Phone number to: 

Joe Montana Game Gear Contest 
c/o Electronic Gamine Monthly 
1920 Highland Avenue. Suite 222 
Lombard. Illinois, 60148 



Buckle-up! 
It’s the Law! Bump And Grind; 
Increased Speed 
Zone Ahead 

No Insurance 
Necessary 

Crusty Crooks 
and Cool Cars 

force kid.il'm sure 
the CHASE task force 

. We handle all of the 
lase operations. Crime 

loks are just gonna pull ric 
hink again! You’ll actually 
right off the road. You gi 

if civilians too, otherwise 
captain will fly 

equipped specially armored and 
models. These puppies 

a habit of chewin'-up reckless 
yourself. You’ve gotta be bold 
your brain. Bad decisions will 

traffic. This isn't a nice game 

\ TAITO 
T THE ONLY GAME IN TOWN. 



GENESIS MEGA-CD 
THE FIRST HANDS-ON TEST OF THE U.S. SYSTEM!! 

The long awaited 
Mega CD-ROM 
went on sale in 
Japan on December 
12,1991. Lines of 
players started to 
form hours before 
the Japanese game 
stores opened and 
when they did, the 
entire shipment of 
systems sold out 
within the first hour! 

Why all the excite¬ 
ment? Let's tear 
apart the system 
and dive into the first 
batch of games to find 

light (A) which is illu¬ 
minated when the 
system is playing a 
disc. The second is 
the red ACCESS 
light (B) which 
shows when the unit 
is getting more data. 
Because of the large 
amount of RAM in 
the system, and 

parallel processing 
with the CPU in the 

lights 

EGM has been able to 
get from a Sega 
licenssee a prototype 
U.S. Mega CD-ROM 
system. We will compare 
the not only the U.S. and 
Japanese systems but 
also the European and 
Southeast Asian Mega 
CD-ROM drives! 

SEGA U.S.A. 
MEGA CD GOALS 

Mr. Al Nilsen, Director of 
Marketing: "Our goal is 
to make the Mega CD 
format the standard of 
the industry for CD-ROM 
gaming. We want to 
become the VHS of CD- 
ROM. This actually fits in 
very nicely because 
JVC, which developed 

| VHS, adapted Sega's 
Mega CD standard"... 
"Our software will clearly 
show people things that 
you can't do on a car¬ 
tridge based system." 

EGM gets the first 'hands-on' test of the prototype wj 
U.S. Genesis Mega CD-ROM system! time, meaning that 

there is no 'black screen' 
while it gathers more 
data! 

On the left side of the 
unit there is a sliding 
plate (D). This holds the 
Stereo Audio cable (the 

front of the Genesis (I)) 
off to the side so that the 
CD tray (C) does not 
pinch the cable when it 
retracts back into the 

The back of the CD- 
ROM has the plug for the 
AC power supply (F); an 
input jack (G) for mixing 
(bringing in) another 
audio source (like the 

The basic system retains the 
same shape as we described in 
the August 1991 issue. The front 
of the system is plain with only two 
lights - the first is the green PLAY 

, two audio output ports to 
, send the CD-ROM audio 

(and Genesis if using the 
mixing port) to an exter¬ 
nal stereo system. You 
should note that all of the 
video and audio from the 
CD-ROM are internally 





rerouted back 
through the Genesis 

3 that, other than 
le power supply, no 

connections are 
needed to be made 
to the CD-ROM. The 
Genesis plugs into 
the CD-ROM through 
the external port on 
the lower right side of 
the Genesis. After 
removing the exter¬ 
nal port door and the 
protective red plastic 
cap from the Genesis 
motherboard, a metal spac¬ 
er (heat sink) has to be 
attached to the bottom of 
the Genesis. The plate has 
two fingers (J) which slide 
into the notches on the bot¬ 
tom of the system. A screw 
(K) locks the plate securely 
to the Genesis. 

Four more fingers (L) on 
the plate, slide into the slots 
on the top of the Mega CD- 
ROM. The Genesis exter¬ 
nal port board locks into the 
CD-ROM arm (E) making 
the vital electrical connec¬ 
tion. Plug in the Mega CD 

The metal plate provided with the Mega 
CD-ROM has to be slipped into the notch¬ 
es on the Genesis (red), and then secure¬ 

ly fastened with the screw (orange). 

with the main 
'motherboard' on 
the top right. Right 
in the middle of 
the motherboard is 
the operating sys¬ 
tem chip(M). This 
chip will be repro¬ 
grammed for each 
of the four world 
regions. They 
include Japan, 
North America, 
Europe and 
Southeast Asia. 

No Mega CD sys¬ 
tem will be completely 
compatible with a Gene¬ 
sis/Mega drive unit from 
another region. In addi¬ 
tion, the software will be 
encrypted with an identifi¬ 
cation code that will also 
prevent use with a Mega 
CD from a different 
region. This we were able 
to verify with our proto¬ 
type U.S. Mega CD and 
the new software. While 
the old Altered Beast 
Genesis systems and the 
Japanese Mega CD-ROM 
will play the Japanese 
CDs, this combo will not 
play the U.S. CDs when 
they come out. Bottom 
line.Jf you want to play 
the U.S. CD's don't buy 
the Japanese Mega CD- 
ROM system! 

The brains of the Mega 
CD-ROM 

power supply and the 
installation is complete. 

Internally, the circuitry 
is more complicated. After 
removing all the metal 
shielding you see that the 
CD-ROM drive (N) takes 
up most of the space. 
Numerous boards are 
packed around the drive, 

SEGA U.S.A. 
CD COMPATIBILITY 

Mr. Al Nilsen, Director of 
Marketing: "We are 
telling players, up front, 
right now: when you buy 
the Japanese unit all you 
will be able to play is 
Japanese software. You 
will not be able to play 
U.S. software on the 
Japanese Mega CD. The 
systems are very market 
specific." 



RACE AGAINST TIME OR AGAINST 
A FRIEND FOR THE WORLD 
CHAMPION TITLE ON 
SIXTEEN OF THE HOTTEST 
RACEWAYS OF THE 
INTERNATIONAL CIRCUIT! 

NTVIC 

TM 



The system is hooked 
up and ready to go! You 
flip the power switch on 
the Genesis and, if a 
game isn't in the Gene¬ 
sis, the Mega CD logo 
rotates, 

is around a 
background like the 
small pix you see sur 
rounding each page! 
Press Start on the coi 
trol panel and 
CD menu screen comes 
up. From this screen you 
can select from various 
options including the 
new CD+G audio disc. 
Of course you want to 
load up a CD so the first 
thing to do is move the 
pointer (using the control 
pad on the Genesis con¬ 
troller) to open, and 
press button A or C. A 
motor kicks in and the 
front loading drawer 
comes out. You put a 
disc in, and press A or C to 
close the drawer. After a 
couple of seconds, you're 
watching the intro to the 
game! And watching, and 
watching and watching! Min¬ 

done through the main menu. 

simulation whose 
title translates as Tenka- 
fubu. Some of the edi¬ 
tors had already started 

all control is walking away (how ex ' 

Like the Turbo CD-ROM, the Mega 
CD-ROM will play the new CD +G 

discs! 

a 16 century 
military sim. be) when all 
of a sudden a movie 
starts playing! This was 
a full motion video (half 
screen) of one army 
attacking another. It last¬ 
ed for a full three min¬ 
utes and there wasn't a 
second of down time. 
The access light was 
constantly blinking but it 
was video (although 
through a reduced color 
palette). Wow! 

watching! Then it hits us, 
there was no down time for 
disc access or data loading, 
but all through the intro the 
red light (access) would 
come on. Just an subtle indi¬ 
cation of what tons of memo¬ 
ry and dual processors can 

A couple of minutes of 
game play then it's time for 
the next disc. The intros i 

Sega has plans for the future. 
Although the system has 64 kbits 

of internal backup RAM, Sega 
has built in a screen to access 

the upcoming RAM backup cart! 

SEGA U.S.A. 
CD GAMES 

Mr. Al Nilsen, Director of 
Marketing: "The bulk of the 
software for the U.S. market 
is being developed here in 
the U.S. Much of it is based 
on movies and TV shows 
utilizing footage which is 
very American in nature. 
That's why we are develop¬ 
ing so much here. And when 
you get into multi-media it 
becomes even more impor¬ 
tant. Right nowwehavi 
third party companies devel¬ 
oping software for the U.S., 
Japan and Europe." 



KEMCCUSEIKA 

Here's one RPG game where you can dive right in. And 
you know what you must do. Only you can save Lakeland 
from the dark forces that possess Lagoon. Instantly you’ll 
be submerged in your quest. Wade through complex 
labyrinths, battling evil at every twist and turn. Whether 
you’re an experienced RPG player or just looking for hours 
of Super NES" adventure, its time to test the waters. 





wwmimo- 

This is the year of Super NES!" The year some of the best 
RPG players may go down in flames. Because this year 

you will enter the world of Drakkhen. 
You've confronted many 

monsters before. But 
never fire-breathing 
beasts of such scorch¬ 
ing realism. Over 50 
giants and winged 

beasts in spellbinding 
3-D. You’ve journeyed in 
other mystical lands. But 1 

none with scrolling, 
360° landscapes with 
panoramic views. Horizons change 
from day to night before your very eyes. 

In your quest to restore world peace, 
rou will learn many I 

powerful spells. Prepare 
for battle by collecting I 
weapons and magical 
objects. But nothing will 
prepare you for the spe- 

al effects, the eye-popping 
stereo digital sound experience. 
It's the Super NES game of the 

year. The role playing challenge of a lifetime. I 

KEMCEUSEIKA 

THE YEAR OF 
THE DRAKKHEN. 





CAPCOM 

Mega Man 4_ 
Like Nothing Before 

New Enemies like Dr. Cossack. "Cruel!" 
New Weapons like the Mega Buster. “Devastatinq!" 
New Robots like Toad 
Man and Skull Man. 
"Snarly!" Devices like 
Balloon adapters and 
Grappling hooks. "Handy!" ,| 
Get Mega Man 4- 

CAPCOM 
USA 

There 
warm-ups. K 
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COMPETITION INFORMATION 
Competition period is from 12 noon EST until 12 midnight EST on April 11, 
992. Watch MTV™ from 12-1 PM on April 11,1992 or call 1 -900-370- 

TREASURE any time during the competition period and discover the Secret 
Password. Call will cost $.50 per minute. Children under 18 must ask 
their parents first. Average length of call is 3 minutes. 
• This competition is open to all U.S. residents except in those states where 
the competition is taxed, prohibited or restricted by law including the states 
of Arizona, Louisiana, Montana and Vermont. 

Competitors should first check the availability of 900 exchange telephone 
sen/ice in their home locality prior to entering this competition. 

e eligible we must receive you official Treasure Master™ registration 
card by midnight EST April 8, 1992. 

See Official Treasure Master™ Competition Rules for complete details. 
For more information call 
1-900-370-TREASURE 

will cost $.50 per minute. Children under 18 must ask 
first. Average length of call is 3 minutes. 





THE GfiME HfiS CHANGED! * 

$5 REBATE. Ask for details. 



/t £5 All 
NEW! 

rime to get crude and rude, dude, 'Cause Shredder's nabbed April O'Neil again in Teenage Mutant NinjeTurtlesQbBackfrom 
vers,™ Konami's new bodacious shell bound shell shocker tor Game Boy.' circle *146 (JN^EAdEr SEf 
pegs memory puts major screenage in your face with bigger characters and cooler action. :. 
rlly tasty levels plus 5 bonus pizza collecting stages. 

, talk, jump, climb, skateboard and surf through downtown sewers, abandoned 
ings, subways, highways, the Technodrome and 

A KONAM! 
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AMERICAN AMUSEMENT 
MACHINE ASSOCIATION 

Data East 

AMERICA AND 

THE AVENGERS 

All of the excitement of the 
famous Marvel Comics team 
comes to the arcade with Captain 
America and the Avengers. Cap 
and three of his teammates, Vision, 
Iron Man and Hawkeye are out to 

Captain America and Iron Man 
take to the skies in this intense 

action game from Data East! 

do battle with the Red Skull and his 
minions in this action game. You'll 
need all of your arcade skills to 
make it through this one! To get by 
the enemies on some levels, you 
have to fight it out with them on the 
ground, while in others, you'll shoot 
it out in intense horizontally 
scrolling action! You'll even take 

Two players can battle the Red 
Skull at a time. Each of the charac¬ 
ters has his own special abilities 
and weapons. Cap is a strong 
street fighter with his shield, while 

'X ’ if : 
Hawkeye and Vision take the 

action to the streets with these 
Red Skull minions! 

Hawkeye and his arrows are dead¬ 
ly from a distance. Iron Man and 
the Vision give you the best of both 
worlds with their strong combat 
abilities and powerful distance 
weapons. 

Pick your favorite Mantel Comics 
character from the Avengers and 
get set for some wild action from 
Data East. Captain America and 
his friends are counting on you to 
get them through to the Red Skull. 
Don't miss out on this one! 

This guy takes a lot of punish¬ 
ment, but Captain America and 

Iron Man have the muscle to take 
him down! 

SNK 
KING OF THE 

FIGHTERS 

SNK's latest quarter muncher is 
King of the Fighters. You've got the 
choice of three fighters to take to 

This whirlwind attack really 
knocks this guy over! Use your 

special attacks whenever you get 
the chance. 

the streets and compete for the 
crown of king of the fighters. Each 
of the fighters has wild special 
moves to use on the enemies. 
Don't think you've got 

Double team your opponents for 
double the fun! 
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it easy, though. The guys you'll be 
fighting have their own special 
moves to use on you! Don't wait for 
these guys to get the upper hand, or 
you won't make it to the next round! 

powerful attack on the huge bosses 
that try to crush you at the end of 

Instead of the normal horizontal 
screen, this shooter's monitor is 

In two-player mode, get your opponent in between you and 
knock him back and forth to finish him off with style. 

You and a friend can get together 
and double team the guys you'll 
face. Hit him high and low, or, get on 
both sides of him and attack from 
two directions at once! He won't 
stand up for long under an onslaught 
like that! 

This game takes technique to 
master. Fans of Street Fighter II can 
take heart! More fighting action is on 

positioned vertically to go along with 
the way your ship is flying. You'll 
need all of the space you’ve got, too. 
The enemies will come after you 
until they wipe you out, so grab 
some power-ups and blast your way 
to the end! Get ready for the fight of 
your life! 

HOT TITLES 
COMING SOON 

TO AN ARCADE 

NEAR YOU! 

One of the hottest games that will 
hit the arcades soon is the awesome 
X-Men from Konami. This mega title 
is based on the popular X-Men 
comic book series, and will have 
arcade players thinking twice about 
other multi-player games. Up to SIX, 
yes, SIX players can rock on this 
one at the same time! The game 
includes your favorite X-Men as they 
go after their comic book enemies. 
Play as Wolverine, Nightcrawler, 
Cyclops, or three other X-Men in 
their first arcade adventure. This 
game is so big, it takes two screens 
to show all the action! 

The game play in this coin-eater is 
similar to that in the Teenage Mutant 
Ninja Turtles coin-op. Each player 
has a jump move, an attack, and a 
special attack that really takes out 
the enemies. You've only got a limit¬ 
ed number of times that you can use 
it, however, so only go for the spe¬ 
cial move when you're really desper¬ 
ate. Get a roll of quarters ready for 
this one, because you'll need them 
to make it through to the end! 

Another hot title that will be surfac¬ 
ing at an arcade near you any day 
now is Battletoads. The NES smash 
is being converted to coin-op status 
by Leland Corporation. The same 
people that brought you Dragon's 
Lair and its new killer sequel are get¬ 
ting amphibious this time. 

Game play and levels have stayed 
the same from the NES title, but the 
graphics have been totally 
revamped! Better yet, this version of 
the Toad's battle lets you take up to 
three players! Rash, Pimple, and 
Zitz are all here and ready to kick 
some major tail. If you've played the 
NES title, you know how hard this 
game is, so get ready to fight for 
your life and get ready to keep feed¬ 
ing those quarters into this one. The 
Toads are going to need you to 
guide them on their way. 
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irS BARTMANIA 
FOR YOUR NES AND GAME BPY ! 

Gangway, man! It’s Bartmania three ways for your and * 1 Looking tor some wild 'Ml Then helpc^T) 

r your NES.™ For Simpsons'” antics on the go, join f 

Look for Bait as -_fj 

in their all-new NES “ adventure 

save Springfield from thi 

fight for their lives in 

It’s all-out mayhem around the 

4$ 
\ to as Burns and Smithers try to 

get rid of the Simpsons' once and for all Don’t let that happen... Save Springfield... 

Save the Simpsons:.. Save the World... Keep 

KEEP 
RTMAN 
ALIVE! 



SHENC LONG 
Here's the scoop! Sheng Long, 
the Dragon Punch, is performed 

j? easily! Press forward, then 
Bquickly perform a fireball 
^motion. It's that simple!_ J 
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I It’s your pal, Beetlejuice", here to 
I bamboozle those bewitchers from the 
I Neitherworld vacationing at lovely Lydia’s 
^ place. This house is HAUNTED! 
t Flying cups and saucers and clothes 

that spring to life cause quite a panic... 
especially when they’re coming for you! 

t It's a horrific 5 level challenge to spook attic 
ghastlies, rattle angry skeletons and scare ghostly 

its. Vampires may even join you for a ‘bite” to eat. 



mi 

Balrog is the first of the final four 
boss characters. His strong blows 
can be felt even when blocked! 
Beware his devastating uppercut. 

While Sagat's fireballs are a 
threat, beware of his quick bl 

ujjusj 
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Kuros: Visions of Power 
When Kuros Hast did battle with the evil wizard Malkif'atop Icefire 

Mountain, he (Sised his IronSword' in triumph...or so he thought. 
WfhounVarning, a powerful bolt of magic robbed Kuros of his armour, 

memory, aiuHtynon ISut now, the distant presence of evil stirs in his mind, 
fcadingjuyfofhe-nnce fair city of Piedup, where the villainous soul of 
ICJalRil noyy rSigfisr 

• Without his armour, Kuros will need crafty disguises to travel undetected, 
"ready to do battle as wizard, nobleman or thief. From the gloomy depths of th« 
dungeon to the palace containing riches beyond belief...the time has come for 
Kuros to turn his visions of power into reality! 

Kuros the Knight Wai 
wields his mighty Sil' 

Sword in the face of da 

^veMalkflatasteofhis 

Grotesque creatures of the 







CRUSH THE 
WORLD'S GREATEST 

FIGHTERS 
WITH YOUR 

THUMB* 
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IS YEARS OR FUN AND GAMES 

WITH 

ABSOLUTE ENTERTAINMENT 

The crack staff at Absolute Entertainment 

Years ago, when the Atari 2600 
was state of the art, one of the 
biggest video game companies 
around was Activision, and two of 
the best designers for Activision 
were Garry Kitchen and David 
Crane. Since 1978, Kitchen, Crane 
and the rest of the current Imagi- 
neering staff have developed over 
75 games for over a dozen compa- 

Absolute and Imagineering were 
formed in 1986, and since then, they 
have been putting out some of the 
most exciting games for home video 
game systems ever released. These 
have ranged from sports to arcade 
action to simulations, creating a 
game for every game player and 
every style of play. Fifteen years 
later, Absolute Entertainment and 
Imagineering are still going strong 
with titles like Turn and Burn, an F- 
14 flight simulator for the GameBoy, 
Space Shuttle Project for the NES 
and Super Battletank: War in the 
Gulf for the Super NES. EGM takes 
a look at the past, present and future 
of one of the most innovative compa¬ 
nies producing games for Nintendo 
systems. 
WAY BACK WHEN . . . 

In the early days of home video 
game playing, the Atari 2600 was 
the major game system. The system 
had only 128 bytes of RAM, which 
presented all programmers, Kitchen 
and Crane included, with unique 
problems. "The computer was rela¬ 
tively slow, and you had to write the 
programs in such a way that they 
synced with every scan line of the 
television screen, so it had to be 
very critically timed,” said Absolute 

president Kitchen. “It was really diffi¬ 
cult stuff." 

Kitchen was in on the develop¬ 
ment of Donkey Kong for the 2600 
when he started out programming, 
and the project is still one of his 
favorites. Among the games that can 
be credited to the Imagineering and 
Absolute Entertainment staff are 
such classics as Pitfall, Freeway, 
Ikari Warriors and Double Dragon 
for the Atari 2600. 

When Absolute started producing 
games for the NES, it made A Boy 
and His Blob. This was an innova¬ 
tive adventure game that won sever¬ 
al awards including a Parent's 
Choice award for the non-violent 
theme and innovative game play. 
The game's follow-up, Rescue 
Princess Bolbette on the GameBoy 

had the same style of play. 
PRESENT DAY! 

Speed continues to be the major 
stumbling block for programmers. 
Kitchen said, "I think you're always 

Space Shuttle Project has the 
endorsement of Space Camp. 
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trademark—a nightmare come to 
fife. And you (yeah, you!) must confront 

him. Penetrate the mysterious dangers of his 
dungeon lair. Slay the multitude of gruesome 

characters who protect it Try it just 
one time. You’ll swear there are 

worse things than death. 



busting the door down on the limita¬ 
tions. The biggest limitation is still 
the speed of the computer. On very 
sophisticated applications, you tend 
to run into problems where you can't 
keep the game running smoothly at 
60 frames per second." Program- 

Jim Charne, Absolute's vice presi¬ 
dent of legal and business affairs, 
takes his turn in a simulator chair 

at NASA. 

mers are always trying to overcome 
the speed problem, and Absolute's 
staff has been successful at beating 
slowdown on its latest games for the 
NES and Super NES. 

One of Absolute's latest projects is 
Space Shuttle Project for the NES. 

You only have seconds to prepare 
the Shuttle for launch, so act 

quickly and decisively. 
The game gives you the chance to 

pilot the Space Shuttle through a 
series of missions. The people at 
Space Camp were so impressed 
with this Absolute title that they have 
endorsed it. The action is arcade ori¬ 
ented, but the various missions take 

some thinking to make it through. 
To design the game and make it as 
accurate as possible, Absolute's 
designers spent some time working 
with NASA. Real experience in shut¬ 
tle simulations went into producing 
the game. The missions included 
feature many variations, but before 
you can even try them, you have got 
to get into the shuttle and get it out 
into space! That can be a lot harder 
than it sounds. 

Currently, Absolute Entertainment 
is working on an updated version of 
their NES Battletank. This game is 
called Super Battletank: War in the 
Gulf, and it will be for the Super 

Awesome first-person perspec¬ 
tives bring the Gulf War into your 
living room with Super Battletank 

for the Super NES. 

NES. It is a first person tank simula¬ 
tion that puts you in the middle of 
the recent conflict in the Persian 
Gulf. Acting out real Desert Storm 
maneuvers in your M1A1 tank, will 
have mastering the different controls 
and weapons at your command. 
"The best thing you've worked on is 
usually the latest thing you've done 
because you feel that you're always 
getting better,” said Kitchen. ”1 think 
that the best work I've done with the 
people I'm working with is Super 
Battletank for the Super NES. It's 
the best work we've done as far as 
really showing off the machine early 
in the development cycle. I think this 
game is a level above most of 

COMING SOON ... 
Along with Super Battletank, which 

should be available in March, is a 
new sports game for the Super NES. 
It does not have a final title yet, but 
its current working title is Tennis. 

Absolute designer David Crane is 
working on this one, and it should be 
out around June. 

Another hot title that will be com¬ 
ing soon from Absolute is Turn and 
Burn for the GameBoy. This is a real 
flight simulator for the portable 
machine, something that has not 
been done for the GameBoy before. 
The title is very revolutionary which 
is one of Absolute's and Imagineer- 
ing’s trademarks. 

THE FUTURE AND 

BEYOND . . . 
The big question right now in the 

video gaming world is CD-ROM and 
CD-I. Will Absolute Entertainment 
move into this realm when it be¬ 
comes reality for the Super NES? 
Kitchen says yes. "We've been talk¬ 
ing recently with all of the CD-ROM 
manufacturers. We expect that we'll 
be deep in CD-ROM very soon." 

Absolute, at this time, does not 
want to choose between going with 

Get ready for intense tank action 
with Absolute's Super Battletank! 

the Sony Play Station or Nintendo's 
CD-ROM system when they become 
available. "I think development-wise, 
we'll go with both," said Kitchen. 
"We usually develop for all of the 
commercially successful platforms, 
so I would expect that we will sup¬ 
port both Sony's system as well as 
Nintendo's." 

As Absolute continues to hit all of 
the major Nintendo machines with 
the high quality titles it has been 
putting out, Absolute Entertainment 
and Imagineering will be making the 
games you will want to play for 
years to come! 
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You’ve just escaped from the lava 
tunnel. A pack of razor-clawed crea¬ 
tures are trying to get you before the 
lizard men do. Suddenly the Warrior 
is slashing his way through a nasty 
gang of demons. He body slams one 
and gets two more with his sword. 
The Amazon does a backflip and 
tosses off an attacking 
Minotaur. Now the Dwarf 
is spinning on his battle 
axe, devastating several 
skeletons at once. 

These are moves you’ve 
never seen before. The 

Warrior, Amazon and Dwarf are 
deadlier, stronger, more agile. Their 
enemies are more evil. And the 
magic is killer. 

The Warrior summons the wind 
to blast an enemy. The Amazon 
strikes down a headless knight with 
scorching flames. The Dwarf com¬ 

mands huge boulders to flatten 

his foes. A fire-breathing dragon 
carries you toward the castle where 
Dark Guld is waiting to put out 
your lights. 

Golden Axe” was murder. This 
one’s worse! 

Golden Axe II is one of more 
than 150 hot games from Genesis. 
Including Sonic The Hedgehog,™ Toe 
Jam & Earl™ Spider-Man™ and Joe 

Montana II SportsTalk Football™ 
Genesis. The lowest price in 

true 16-bit video systems. 
The choice is simple. 

The choice is SEGA?1 

GENESIS 
Leading the 16-bit revolution.™ 

CIRCLE #107 ON READER SERVICE CARD. 



NINTENDO SUPER NES 

I'D BUY THAT FOR 

A DOLLAR! 
The decline of Western civilization 

is complete. The year is 1999 and 
television has adapted to the more 
violent nature of man. The most pop¬ 
ular form of television is still the 
game show though. One show in 
particular has dominated the ratings, 
and it is called Smash TV. On this 
show, two lucky contestants com¬ 
pete for cash and prizes. They are 
equipped with an assortment of high 
power weapons and placed into a 
closed arena where they must blast 



FIND YOUR WAY TO THE BOSS ROOM TO FINISH OFF THE FIRST LEVEL! 

MUTOID 

LOVE 

LEVEL TWO 
In the second level, the action 

really starts to heat up. You will con¬ 
front flying orbs that shoot beams of 
electricity, and stampeding herds of 
robot buffalo. The second Boss, 
known as ScarFace, will definitely 
give you a run for your money. 
Think you can make it to level 3? 

"BIG 

MONEY!” 
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Prepare to get down and dirty with 
two of the hottest cave dudes ever 
seen! Also known as Caveman Ninja 
in the arcades, the Super NES ver¬ 
sion will be called Joe and Mac. The 
game itself however, will be exactly 

Way back in the past, when men 
could hardly start fires and women 
were dragged around by their hair, 
there lived two extremely cool 
dudes, named Joe and Mac. 
They are enjoying their days of 

dinosaur demolition derby, hang glid¬ 
ing on pterodactyls, making stick fig¬ 
ures on cave walls and playing tag 
with Tyranosauruses, when their 
enjoyment is halted by a wild bunch 
of neanderthal nerds who suddenly 
march into their camp. There is one 
slight problem with these nerds: 
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The levels in this game 
are filled with a variety of 
colors and multi-layered 
scrolling. There are two spe¬ 

cific types of levels, though. The 
first type uses horizontal side 
scrolling, while the other uses ver¬ 
tical up and down scrolling. 

In the vertical levels, there is not 
much you can do other than keep 
flipping up. Yet, for the side scrolling 
levels, there are many obstacles that 
you must get past such as: drop- 
offs that you have to jump over, 
flames that unpredictably shoot out 

Not all the dinos of the ground, icy paths which mak 
are bad. Some stopping difficult, small platforms 

that require precise jumps, grue¬ 
some enemies that try to make a 
quick meal out of you and pesky 
dinosaur end bosses. These bosses 
are huge critters as they take up 
most of the screen, and require tons 
of hits to defeat. As 
you can see from the 
photos, your journey 
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NINTENDO SUPER NES 

rer-popu- 
lar Addams Family, and now, the 
kooky family has their very own 
video game for the Super NES. 

Uncle Fester has been placed 
under a spell by Abigail Craven, a 
conniving character anxious to get 
her hands on the Addams Family 
fortune. Having recruited a misled 
Uncle Fester, and assisted by her 
cohorts, Tully and The Judge, she 
manages to capture the other mem¬ 
bers of the Addams Family. 

Only Gomez can save the day by 
freeing Pugsley, Wednesday, 
Granny, and restoring Uncle Fes¬ 
ter's memory. Gomez must then set 
out to find The Judge and free Morti- 

The Addams Family is a long, 
RPG-type of adventure. This game 
will not be beaten in a day! You play 
Gomez Addams who must search 
each room of the Addams' house¬ 
hold in order to find clues where the 
family members are being held! 
Each room holds many surprises to 
be found! 

Door 1 leads to the outside of the 
mansion. There is not much to be 
found outside, but it is a good place 
to get a feel for the game. 

Door 2 leads to the Old Oak Tree. 
Be sure to look carefully because 
there is another heart located here. 
Hint: Always look a gift tree in the 

Door 3 leads to the Conservatory. 
This is where Gomez likes to relax, 
but not today! Many hazards 
await Gomez here, like the birds 
and the spiked beetles. Make it 
to the end and great rewards await 
you! First, though, you must locate 
the on/off switch! 

Door 4 leads to the Music Room. 
Here you will see Lurch playing his 
harpsichord. However, he will not 

let you past unless you rescue the 
family first. 

Door 5 leads to the Portrait Gallery. 
Do not let the beautiful artwork dis¬ 
tract you, you have work to do. Be 
sure to look for the Dark Room with¬ 
in this level, you just may become 

Door 6 leads to the Kitchen. Your 
success will be decided at this point, 
depending on which way you take 
here. Choose wisely! 

Finally, Door 7 leads to Pugsley's 
favorite place, The Game Room. In 
here, you need to watch out for the 
swinging pendulums and the guillo¬ 
tine. There are also some special 

holding your family members, return 
to the Music Room where the family 
awaits you. There, the family gives 
Lurch a part of a tune that Lurch will 
play to reveal a secret passage. 

This sector is where you must fight 
the final boss, The Judge! 

The first part of this second quest 
involves travelling through the infa¬ 
mous Chain Room. As you pass 

through, you must watch what 
chains you grab onto, as some of 
them will disappear! 
Then, make your way through the 

Addams Vault. All you need to do in 
this section is simply collect money. 
Then, you go through the door to 
meet with your next major test - The 
Judge! 
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NINTENDO SUPER NES 

ELECTROBRAIN SUPER NES AVERAGE FEBRUARY 

8 MEG 8 SHOOTER 100% 

FINALLY, THE 

MOMENT OF 

TRUTH HAS 

Now, the mega blockbuster of the 
arcades will be hitting the Super 
NES very soon! Like the coin-op 
version before it, a huge invasion 
force of intergalactic conquerors 
has landed and the warriors are 
ready to take on the world! Armed 
with your supersonic attack vessel, 
you are ready to take care of busi- 

To accomplish your task, you 
have many different weapons avail¬ 
able. Some examples are spread 
shots, mega beams, missiles and 
even a tactical mega bomb for total 
on-screen devastation! Be wary, 
though, these guys are tough! Your 
screens are about to explode with 
action - be prepared! 

' STAGE THREE \ 
Soar over a huge 
harbor as gun 
boats are in 
your way. Try to 

/ STAGE SIX \ 

to the final bat¬ 
tlefield. Avoid 
asteroids and 
take on the 
boss! 

... 

f STAGE TWO 

ground defense 
force in a mid¬ 
sized base. 
Look for the 
combined plane! 

' STAGE FOUR ^ 
In this level, you 
are shot at by a ' 
horde of small, 
blue turrets. 
Keep your dis¬ 
tance from them! 

/ STAGE FIVE 
This is he final 
battle on Earth! 
Here is the rail¬ 
road supply 
base. Watch for 
track terrors! 

STAGE SEVEN 
In the outskirts 
the home base, 
keep watch for 
several pipe¬ 
crawling robotic 
insects! 

r STAGE EIGHT 
The action gets 
really intense at 
home plant as 

with wave after 
wave of ships! 
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f AWESOME SUPER BOMB! 
MEGA BOMBS 

1 Use this doomsday 
I weapon to blow 

away everything on 
the screen! J 

f LOCK ON TARGET WITfA 
YOUR MISSILES! 

FORMATION SPREAD 

Collect thes 

' attacking mis¬ 
siles. Best for 

attacking bosses. 

HOMING SPREAD 
The screen is 

getting a bit 
cluttered? 

Nab this 
power-up to 

ho'mejn on 
the enemy! , 

USE ALL YOUR WEAPONS 
TO THE MAX! 

SPREAD SHOT 

Collect this 
z' power-up 

with a pow¬ 
erful 1-direc- 
tional mega 

blast of fire¬ 
power! 
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NINTENDO ENTERTAINMENT SYSTEM 

mmm 
KONAMI NES MODERATE MARCH 

4 MEG 5 ACTION 92% 

USE THE POWER OF THE FORCE!! 

Contra is coming to both the 
Super Nintendo and the Nintendo 
Entertainment System. This 8 bit 
version continues the same tradition 
set by the previous Contras. Howev¬ 
er, it is not just another sequel as 
Konami has made some changes. 
The biggest difference in this game 
is that there now are four players 
instead of two to choose from. In the 
beginning of the game, you can pick 
which of the four characters you 
want to use. Another difference is 
that you don't find your weapon, as 
each character has their own spe¬ 
cialized weapons at the start of the 
game. This game is still like Contra 
though, because there is still plenty 
of action, and you have to fight your 
way through the various areas, then 
destroy the end boss in each level 
of the game. Finally, like the original 
Contra, the levels in this version 
alternate game play from side 
scrolling to overhead views. What's 
nice about the overhead screens is 
the fact that you don't just charge 
straight' 

around almost everywhere giving 
you the chance to explore the whole 
level. You have to remember to do 
this as you will find power-ups hid- 

can have him cover your back or 
front, cover all around you , or you 
can set it so he is behind or in front 
of you and he will imitate everything 
that you do. When the player comes 
in, he will be fully powered. 

If you are playing the game and 
are about to lose your last life, you 
can switch your player to one of the 
other three. This will give you two 
additional men because each of the 
four players has three lives, but, if 
you lose all three lives of any one 
player your game;will be over, even 
if any of the other four characters 
stilt have lives left so 

den in strange places. 
Of course, this game is two player 

simultaneous (if it wasn't it wouldn't 
be Contra), but in this game it can be 
two player with only one person 
playing! Like the arcades Konami 
built in the 'join in' feature. At any¬ 
time during the game the second 
player can come in, and help you 
out. With two players though, it 
makes the game very easy to beat 
because you do not have to worry 
about killing everything yourself. 
But, if you are playing alone and 
there is no one to come and play the 
second player, all hope is 

The character in red is controlled 
by the computer, but he will help 
you out for five seconds. He is 

__fully powered, so 
he can do some 
serious damage 
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CHOOSE YOUR PLAYER!!!! 
At the beginning of the game there 

; is an option screen where you can 
choose which player you want to 

unique abilities. In addition, each one 
has a different arsenal of weapons, 
so choose your player carefully! 

Each character has two moves that are the same. One is a invis¬ 
ible flip, and the other just powers-up your normal shots, but it 

does make them faster!! 

When you pick 
the boxes up they 
will allow you to 

switch your 
weapon, if you 
get four of them 

ijy^ 
LEVEL 2 

This level is overhead, and your 
battle takes place on the docks. 
Here you will have to run over 
many different docks, and you will 
need to get onto a boat to contin¬ 
ue. Be careful, because the ene¬ 
mies on this level are on two 
planes, there are some that are 
above you and some below you. 

LEVEL 3 
This level is another side scroller, 
but in this one you will have to fight 
from left to right then from right to 
left. Somewhat like a maze, you 
will have to ride in elevators, climb 
chains, swing on hooks and use a 
catapult to get through this one. 
To beat the boss, you must shoot 
off all of his guns. 

LEVEL 4 
Your battle has moved back to 

the overhead perspective, but this 
time you are fighting on a plane. 
You will have it walk on the wings, 
find the hidden door, and blow 
your way inside in order to get to 
the other wing. Once at the other 
wing you have to jump to the next 
plane that flies by. 
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NINTENDO ENTERTAINMENT SYSTEM 

LEADERSHIP IS 
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In the Government Screen, you 
may access economic and 

resource levels on your planets. 
Set your tax rates and review the 
status of your ships and strength. 

To defend your planets, be sure 
to buy a battle cruiser. Then, 
equip the cruiser with hover- 

tanks, ballistic missiles and hom¬ 
ing missiles. 

When you have an army, you can 
go into battle and either defend 

your own planet or attack an 
opposing planet. Here, you can 
monitor the progress of a battle. 
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LEVEL S - INSIDE YOUR NES x 
riside your the left. Continue in this fashion, to the question mark and activate 

until you reach two monitors with the magnets to raise the monitors 
magnets above them (pick up a out of reach. Use the wall lever to 
magnet control box on the way). Go get the card down. 

The battle has moved to inside your 
NES and the puzzle is getting more 
and more complex. The first thing to 
do is to collect the four mutation cred¬ 
its. Start by going up the rope and get 
the bomb. Then, blow up the wall to 
the left of the bomb. Next, go to the 
left (you will find a key on the way), 
and you will come to a transporter 
booth. Go in here, and you will be 
able to get two more coins. From 
here, take the platform down that is 
to the right of the second coin. Then, 
start making your way to the right. 
Once at the door, use the key. Keep 
following the path, and you will find 
another bomb. Take this bomb up 
and to the left, then get another and 
take it to the right. If you did this right, 
you should have two entry cards. 
From the second card, go up and to 

# .f. ^ * .0. 1 
« ‘v-l 

Activate the magnets to raise the monitors. Then, use the lever on the 
wall to get the card down. 

m id m\ 

1 o 
111 

With all three cards, find the room with the three question marks. Use 
the cards and the door will open. Now, your quest is done until april. j 
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ISHMERIfl 
KOEI HARD FEBRUARY 

N/A RPG/SIM 100% 2 MEG 

IT IS TIME TO 

RETRIEVE THE 

GEMFIRE! 
A long time ago, in the land of Ish 

tv £>l 

\ '§H§g W 1 H 
One of the best ways to obtain 
land is to take another's! You 

i^must fight in close-up scenes/ / 

Need some extra cash? About to 
fight a country?Then use this 

^option to help both problems! j 

You definitely need food and 
protection, so use this option h 

help your people! 

1 BEHOLD - THE MAGIC OF GEMFIRE! 

THE DISGUISED GEMS 

ffr 
SCYLLfl CHYLLfi 

w 
SKULRYK ZEDNOR 

VEMPYRON PLUVIUS 
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Morticia has been kidnapped! 
Kidnappers have hidden Morticia somewhere in (he 

scan Addams Mansion. Von and Gomez have in escape 
, hidden traps, and battle scar? ghouls and goblins on 

tour search to And her. Collect the million dollar 
\ \ ransom, find Wednesday, Pugsle? and the jk 

rest of the family in your attempt to JHi 
I i A rescue the beloved Morticia. A 'i 

Ocean of America, Inc. 1855 O'Toole Ave., Suite D-102, San. 



SEGA GENESIS 

THE MAGICAL WEAPONS OF THE MYSTICAL FIGHTER SKILLS OF A 

WARRIOR! 
Journey back to a time of the 

Dynasty wars in ancient Japan. 
Unfortunately, once arrived, you real¬ 
ize that one of the clans has man¬ 
aged to bring up a magical force 
which enables it to take the shape of 
some of the most fearsome black 
magic enemies ever dreamed about 
in the ancient world! 

This is where you come in. You are 
a kabuki soldier trained in the leg¬ 
endary art of mystical deception. As 
all others have failed, only you can 
free the Earth from its grip of terror. 
To accomplish your task you will 
need to find all kinds of different 
items that will enhance your existing 
powers. Included are rare forms of 
sushi and special scrolls from the 
ancient wizards. You also are a mas¬ 
ter of the martial arts and this means 
that you possess a plethora of differ¬ 
ent moves and weapons that can be 
used on mere mortal enemies. Be 
sure to take in all that you can possi¬ 
bly find as this battle will be harder 
than any previously encountered! 

With a boost of sushi, you can 
take on the largest of demons. 

Use your powers of deception to 
bring forth the mystical haze. 

Call upon the sun spirits to let 
you use the stun ray. 

Call upon the gods of the skies to 
unleash the powers of the lightning! 

168 Electronic Gaming Monthly 



PRESS ON TO THE MORE ADVANCED LEVELS! 

AREA 2-2 AREA 3-1 AREA 3-2 

In the eerie land of the dead forest 
you must travel down the winding 

paths which are infested with 
demons and wizards. 

When you get to the third level 
your travels take you along an 

ancient bridge that has numerous 
pitfalls in addition to the enemy. 

Next, you must travel down the 
corridors of the ancient pagodas. 
There you will meet beings with 

powers as strong as yours! 

AREA 4-1 

Should you live long enough to 
see the fourth level, you will jour¬ 
ney high into the clouds where 
your vision is severely limited. 

AREA 4-2 

Survive the lofty cloud stage and 
move out along the path of the 

warriors. Stay dear of their 
swords and use your magic! 

AREA 5-1 

The fifth level is on the border of 
Hades. Hot, scorching flames sur¬ 

round you as you take on the 
strongest of the evil sorcerers! 
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/ DANGERS GALORE! \ 

JUST A ROLLIN' 

ALONG... 
Attention computer buffs, classic 

arcade and NES fans - the most 
unique race game of the past is 
heading towards 16-bit! 

It is your job to guide a marble 
through six perilous races before the 
time runs out. Be careful out there, 
as many different dangers lie ahead! 

These dangers include absorbing 
acid slime, leaping Marble Munchers 
and endless heights of unprotected 
ground. 

The object of the game is to reach 
the goal marker with as much time 
as possible. You have an unlimited 
number of balls, so if you fall off an 
edge and smash into a pile of rubble 
or get inhaled by a Vaccuum, you 
will just lose time. 

During this stage, you will run 
into tube-like creatures, your 

own clone and other traps that 
will have to be avoided, y 

SILLY RACE 

It is time for a reverse flight, as 
you travel upwards instead of 
downwards. Keep an eye out 

for flying birds for bonus time! 

The Acid Slime will 
dissolve your mar¬ 
ble if you touch it. 

The Marble Munch¬ 
ers will devour 
your marble. 

Vaccuums appear 
and pull you off 

The Hammers hide 
and try to squash 

The Bumper Ballls 
try to knock you 
off the track. 

Terror-dactiles will 
try to lance you 
into oblivion! 

V_ 
The terrain is tough, the challenge is 
difficult, but it is your job to make it 
through! If not, then either you will 
be swept up by a dust broom, 
smashed into little pieces, or 
knocked senseless. Take care, this 
is going to be one heck of a race! 

/Intermediate rac£\ 

During this race, you must roll 
through a walled maze, avoid 

acid slime and take a ride on a 
huge wave machine. 
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SEGA GENESIS 

The biathlon requires good aim as 
well as skiing skills. After skiing 
to the target, you must shoot for 

the bullseye with your rifle. 

ARE YOU 

READY FOR THE 

CHALLENGE? 
Let the games begin! This is no 

sled run in your backyard! It is Win¬ 
ter Challenge, with eight skill testing 
games including downhill and cross 
country skiing, the luge, bobsled, 
speed skating, giant slalom, ski jump 
and the biathlon. In this nine player 
game, you will be given the choice 
of practicing a chosen event, or 
challenging competitors in the 
Olympics. 

An opening ceremony will start out 
the series of competitions, and then, 
you may choose any game in which 
you wish to take part. These games 
may seem like a piece of cake, but 
one wrong turn could spell disaster, 

BALLISTIC AVERAGE MARCH 
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The giant slalom is the ultimate 
skill test. Do not miss the gates! 



Light Boy is Bound to 
Attract Attention! 

I can't take my Light Boy any place without making a commotion. All I wanted was a few private 
moments on the Game Boy before the offense got off the field; but now I've got these rookies 

from the other team in here. They like the way Light Boy makes the 
Game Boy screen light up in the dark. The 1 'k times magnification 

is great, too. Light Boy is bound to attract attention. 
Now, how do I get rid of these guys? 

Bilateral lighting ■ 1.5 magnification 
Batteries included ■ Replaceable light bulbs 



SEGA GENESIS 

PERIL IN THE 

SKY... 
Historically, this is one ot the most 

tragic of all times! In the year18XX, 
the country known as the infamous 
Motorhead Empire has constructed 
the most powerful weapon ever con¬ 
ceived - the Imamio Thunder! The 
father of this doomsday devise, and 
leader of the Motorhead Empire, 
Sauron, has full intentions of using it 
for his mad plans. Only the Silver- 
head Empire (that is you) can defeat 
him! Choose from either a highly I 
advanced aircraft or a tough Zeplin 
to foil Sauron's plans forever! 



tEVIEW CREW • NEXT WAVE • TRICKS • MAPS ^ 
NTERNATIONAL • GAMING GOSSIP • PACT-PILES 

Ir I p in 
Each big full-color issue of ELECTRONIC 
GAMING MONTHLY is packed with exclusive 
information on new gaming developments, 
insider gossip, previews of upcoming titles 
and cart reviews you can trust! 

EGM is also loaded with special pull-out 
strategy guides to your favorite games, 
trading cards, as well as super secrets and 
maps, guaranteed to send your scores 
soaring, that you won't find anywhere else! 

You get all this action and more in full color 
throughout! Be the first to get EGM each 
month by ordering your subscription today! 

SUBSCRIBE TO THE BIGGEST AND BEST VIDEO GAME 

ECM TO DRV!!! MAC C,VES vou aLL TH,S AND "orei 

SPECIAL FOR 

SUBSCRIBERS ONLY! 
Become an EGM-V.I.P. reader 
simply by subscribing! Receive the 
magazine before it hits the 
newsstand plus, as 
a bonus: 
• FREE newsletter j 
with late-breaking i 
info for the V.I.P.! I 
• Special money¬ 
saving coupons! 
• Other hot items 
not found on the j 
newsstand! i 

ACT NOW! 
AND ALSO RECEIVE THE 1992 VIDEO GAME 

BUYER'S GUIDE ABSOLUTELY FREE!' 

Get 12 issues of EGM for only $23.95! Send payment to: 
EGM, P.O. Box 7524, Red Oak, IA 51591-0524 

City_ 
State_ ZIP_ 

_Payment Enclosed _Bill Me 
Credit Card Orders: 

_VISA _MC 
Card No._ 
Exp. Date_ 
Signature _ 

For Foster Servile, Coll Toll-Free: 

1-800-444-2884 



NEC TURBOGRAFX-16 

EH TURBOGRAFX AVERAGE MARCH 

2 MEG N/A SPORTS 100% 

CHARIOTS 

THAT FIRE! 

© o 
© © © © 

Balls to Balls to 
Player 1 Player 2 

@ © 

SPELL RICOCHET FOR 10,000 POINTS 

iifcBifiiH 
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THE ONLY COMPLETE GUIDE TO SUPER NES VIDEO G 

ACT NOWAND GET SIX INCREDIBLE 

ISSUES FOR ONLY $14.95!! 

ELECTRONIC 

GAMING 

MONTHLY!! 

' <5> 

\% 
EXCLUSIVE! 

FOR SUPER 

NES PLAYERS 

ONLY!! 

Now there is a magazine made 
exclusively for owners of the hottest, 
most powerful Nintendo video game 
system ever made, the Super NES! 
A magazine with all the latest 
information, unbiased multi-person 
game reviews and spectacular maps 
and strategies exploding with point¬ 
pounding tips so incredible that only 
the editors of Electronic Gaming 
Monthly could put it together! 

Turn to the Super NES Buyer's Guide 
for the best the 16-Bit super system 
has to offer! In each bi-monthly 

issue you'll find pages and pages 
of sizzling info packed with the 

most detailed full-color 
coverage on your favorite 

16-Bit machine! With an 
exclusive focus on 

the Super NES has to 
offer, the Super NES 

Buyer's Guide is 
the one maga¬ 

zine you can trust to get 
the most out of your 

Super NES system! 

GIVE ME THE 
SUPER NES BUYER'S GUIDE!! 
Please start my charter subscription to the Super NES Buyer's Guide 

so that I can be up-to-date on the latest games and 16-Bit tips! 

Please include $14.95 for your subscription and mail to: 
Super NES Buyer's Guide, P.0. Box 7548, Red Oak, IA 51591-0548 

INTRODUCTORY 
OFFER! ACT NOW! 

EACH ISSUE OF THE SUPER NES 

• Reviews of the latest games by our 
special four-person review panel that 
includes the famous Quartermann! 

■ Tips, tricks and secret strategies, 
complete with game maps, that will let 
you score higher almost immediately! 



mum 

JALECO GAMEBOY AVERAGE FEBRUARY 

1 MEG 9+ ACTION 100% 

Dangers lurk in the levels, 
such as falling balls, creatures 

running along the field 
and Coiley! Also, Slick and Sam 

change the colors of blocks! j 

GOOD ITEMS \ 

SLICK DISK 

Keep a sharp eye out for the 
many goods to come your 

way! With items like pellets, 
apples, Slick and Sam your 

points will rack up! Also, get 
^ disks to escape from danger!y 

f CHANGE COLORS A 

The only way to defeat a stage 
is to change all of the block 
colors. To do this, Just leap 

^ upon each individual block. y 

LEAP FOR 

YOUR LIFE! 
Get ready to latch onto your porta¬ 
bles as the leapin' critter from the 
arcade classic, bearing the same 
name, has now entered the Game- 
Boy arena via Jaleco! 

You are cast as a two-legged, little, 
fur-ball who has the guts needed to 
complete several levels of blocks 
that need a serious color change. To 
do this, simply leap from one block 
to the next. Yet, during the later lev¬ 
els, you will need to change them 

encountering many different crea¬ 
tures that will hound your progress. 
Some of which include little wall-run¬ 
ning creeps, dropping balls, or even 
the infamous snake - Coiley. Also, 
keep an eye out for Slick and Sam - 
they will change the color of your 
blocksl 

Do not worry, there are all kinds of 
fruits that you can get to increase 
your score substantially! An entire 
leaping experience is in your hands! 

CHECK OUT THESE AMAZING LEVELS! 
During the early rounds, 
you will encounter 
simple level 
designs. Some are 

the shape of 

others, like this 
one, are in the 
shape of hexagons. 
The layout of these 
should not be 

difficult to master. All you 
' to do is land on 

the individual 
squares to change 

their color (once 
through the early 

rounds). Also, 
usually located near 

i are disks 
that should be used to 

the nasty Coiley! 

high! How 
about going over the 

than 
once? 
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HONEST MULTI-REVIEWS BY 

FOUR TOP PLAYERS! 

FIRST-LOOKS AND PREVIEWS 

OF NEW MASTER SYSTEM 

AND GENESIS GAMES! 

The Ultimate ALL-SEGA Magazine! 

WANT MEGA PLAY! 
Please start my introductory subscription to MEGA PLAY - 
the ALL-SEGA GENESIS and MASTER SYSTEM magazine! 

Please include $14.95 for your subscription and mail to: 
Mega Play, P.O. Box 7535, Red Oak, IA 51591-0535 

Finally, a magazine made 
exclusively for owners of the 
Sega Master System and 
Sega Genesis! Introducing 
Mega Play, the first full-color 
publication with all the tips, 
tricks, reviews, and pre¬ 
views a Sega fan could ever 
want! Each quarterly issue 
of Mega Play is packed with 
behind the scenes info and 
photo-spreads of the latest 
8-Bit and 16-Bit sensations. 
And since it’s from the edi¬ 
tors of EGM, you know Mega 
Play is a magazine you can 
trust! . To get the most out 
of your Sega system, you 
NEED Mega Play! 

* TIPS, TRICKS, AND SECRET 

STRATEGIES ON YOUR 

FAVORITE NEW GAMES! 

plus GAME MAPS, NEW INFO, 

GOSSIP, HIGH SCORES and me 

for your SMS and GENESIS! 

FROM THE EDITORS OF ELECTRONIC GAMING MONTHLY.. 

■WifAiiaiKS 



WHERE DO YOU TURN TO FOR THE FIRST INFO ON 
ELECTRONIC GAMING REVIEWS. GOSSIP, TRICKS, 

PREVIEWS, HIGH SCORES AND INfERNATlbNAL NEWS? 
E a VIDEO V.I.P.I! 

“cSgfB 
ig Electronic Gam¬ 

ely, the ultimate re- 
.Miuivc of video game inforni- 

ation from the editors of Elec- 
^ tron\c Gaming Monthly maga¬ 

zine! Here's your chance to be 
an industry insider, listening in 
on the hottest news and get¬ 
ting the first-hand scoops be¬ 
fore they hit the press! 

With Electronic Gaming 
Weekly's explosive magazine 
format, you can instantly 
access the information that 
you want from the same menu,, 
of selections that you gety 
every month in EGM! 

So be in the know! Call to 
hear this week's issue of Elec¬ 
tronic Gaming Weekly today! 



NINTENDO GAMEBOY 

m_ MANUFACTURER MACHINE DIFFICULTY AVAILABLE 

GAMEBOY 

70+ 

AVERAGE 

ACTION 

FEBRUARY 

100% 

HAVE A NICE DAY! 
Welcome to the year 2000 AD. 

Where YOU are the prime contes¬ 
tant of the most popular blast-away 
game of the future - CyberScape! 

You are in control of a highly 
sophisticated Smiloid. There is only 
one purpose for this mission, find all 
the other enemy Smiloids and wipe 
them out of existence! To do this, 
you will need to sail through the 70+ 
mazes that exist throughout the 
entire complex of CyberScape! As 
you cruise along through the intri¬ 
cately laid out halls, corridors and 

blocked off rooms, you will need to 
keep the cross-hairs of your weapon 
trained on every corner, doorway 
and intersection. Who knows what 
might be lurking on the other side? 

This is only half of the fun, though. 
There is also a fantastic option that 
allows 4-player blasting action! Now, 
you and three other friends can take 
on the CyberScape challenge 
against on another! Each player will 
have his own perspective and his 
own individual shape on the other 
player's screen! This allows for a 
great deal of variety! Now, this is 
multi-player FUN! 

FIRST PERSON PERSPECTIVE 

The entire game is set in the 
first person perspective ! Just 
like a rat in a maze you must 
maneuver through the seem¬ 
ing endless maze of walls 
searching for the exit while 
avoiding the other Faceballs 
who are out after you! 

IVST ONE OF THE LEVELS! 

At any point in the game, you 
can select an overhead map of 
where all the other Smiloids 
are situated in the halls! 

THE FIRST SMILOID! 

The main round Smiloid can 
take a lot of brutality and is 

able to move at high speeds. 
This is best for beginners! 

As opposed to the round one, 
this is quite slow and weak, so 
it is easy to knock out of the 

COLLECT POWER-OPS! 

I|H!# 
Search in the different corri¬ 
dors for these flashing globes 
for power-ups like force-field 
smashers and 1-ups! 

THE THIRD SMILOID! 

Similar to the second one, this 
one is just a little faster than 
the second one. This one is 

average at best! 
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castle is up to you to survive. 
Okay, here is an overview. 
It was the year A.D. 200X, and Dr. 

Light, a master robot designer, creat¬ 
ed robots to do household chores. 
Then, one day, the robots started to 
turn on their owners. The entire city 
was in chaos. After some delibera¬ 
tion, Dr. Light came to the conclusion 
that the evil Dr. Wily was the culprit 

Dr. Light created a a new robot to 
combat this evil. However, in order 
to keep this robot from turning to Dr. 

§ 

m 
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mWmmms\mmmm -m this ladder, go to the 
left. You can get a 1 - 
up and an energy 
tank. The best way to -w— 
get to these items is to « 
go on the top, so you 
can jump over the enemies. 

Before you 
battle with 
Skull Man, 
you should 
beat Ring 
Man and 

room you want to have your Mega Buster 
fully powered, and as soon as Skull Man 
appears, shoot! Once you shoot him with 
a blast from the Mega Buster, switch 
weapons, and use Dust. This weapon will 
destroy Skull Man with only a few hits; 
thus, it is important to have beaten Dust 
Man. This may not be as easy as you 
think. When Skull Man comes out he has 
already started firing. Dodge the shots, 
and then try to hit him with shots of your 
own. Next, Skull Man will either charge at 
you, or put up his Skull Shield. If he 

charges you, try to jump 

castle is up to you to survive. 
Okay, here is an overview. 
It was the year A.D. 200X, and Dr. 

Light, a master robot designer, creat¬ 
ed robots to do household chores. 
Then, one day, the robots started to 
turn on their owners. The entire city 
was in chaos. After some delibera¬ 
tion, Dr. Light came to the conclusion 
that the evil Dr. Wily was the culprit 
behind it all. 

Dr. Light created a a new robot to 
combat this evil. However, in order 
to keep this robot from turning to Dr. 

Get ready 
for the con¬ 
tinuation of 
the the Mega 
Man 4 Super 
Play! When 

e last left our 
hero, Rock, 

the 
i is nothing 

Although you might be thiriking that you 
want to use Skull on Drill Man, you should 
not. You want to use Dust again. When 
you enter the room, Drill Man will not 
appear from the right side of the screen, as 

ad who had volunteered to 
become Mega Man, just 
defeated Dust Man. 
These pages will take you 
through the rest of the 
regular levels, but the 

must utilize your Mega Buster at 
full power to do away with him. 

You will find spots where there is no 
land, and they will appear insurmountable. 
Yet, just hit the switch and land will appear. 
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His main line of attack is a shower of 
acid rain. When he uses this weapon, 
there is not much you can do other 
than stand and take it. To prevent him 
from attacking, stay close to him. This 
will make him jump. When he jumps, 
run under him and shoot; however, if 
you stay close to him, he will jump 
_ again. Just keep repeating this 

until he is dead. 

when you get the chance. To help 
your cause, use Toad against him. 
Remain alert because when he makes 
the screen flash, you are frozen 
briefly. As soon as you get hit, 
though, you will be unfrozen. 

1n Toegs 1 
for safe passage across 
the spikes, but watch 

out because when 
they die, you will die. 
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INSANE PRICES 

Wiwm 

REASONS WHY 
YOU SHOULD 
BUY FROM 

Power Buyino 
Power Buyinc 

Power Buyinc 

Our Power Buyino reaps | 

HUGE DISCOUNTS 
for all of our customers!! 

Genesis N G 
M£Qf'"CD 0 0 jgj 

NINTENDO e 

SUPER GEAR 
PMJI\C0W CameBoi, 

FREE GAME INFORMATION!! 
Plus Your Official Entry Form For ECM's 

FACT-FILE Came Give-Away!! 

Circle the appropriate Reader Service Numbers to 

receive FREE information on the games and 

products in this issue! Then complete the Survey 

Questions and you'll be automatically entered into 

this month's drawing of EGM's FACT-FILE Game 

Give-Away! 
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Get ready for the ultimate video game contest - 
only from EGM! Each month, we will be giving away 
one copy of each of the games profiled in our Fact 
File columns! To enter, simply detach the reader ser¬ 
vice card, answer the questions and mark which 
system(s) you own. We will then award one lucky 
winner a copy of all the games contained in our Fact 
File section for the system indicated in question 
three! It is that easy to win, so act fast! The deadline 
for entering in our February games is March 1st!! 

The following companies are contributing to this contest: Sega, Acclaim, Asmik, 
Data East, Ocean, Electrobrain, Konami/Uitra, Virgin, American Softworks, Koei, 

Dreamworks, Electronic Arts, Sage's Creation, NEC, Jaieco and Capcom. 
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THE BEGINNING OF fi 
WHOLE NEW LEGEND 

Back in time, there was a land sur¬ 
rounded by mountains and forests. 
This land was known as Hyrule. 
There was a mysterious type of gold 
hidden there which had great power 
and wisdom. One day, people found 
the entrance to the sacred lands and 
fought their way through. Unfortu¬ 
nately, these sacred lands were 
deceptive, and the evil beyond over¬ 
came them. The king of Hyrule 
ordered that seven people would 
close the gate to the other world and 
never open it again. 

After many years of peace, there 
appeared someone who tried to 
open the seal. The evil wizard, 
known as Agnon, went against the 
king and took control of the guards. 
He kidnapped the daughters of the 
seven protectors and took the beau¬ 
tiful Princess Zelda captive. The 
time was approaching when Zelda 
would be sacrificed and the gate to 
both worlds would forever be 
opened. This is where you come in. 

You are the valiant warrior known 
as Link. You are looked upon as a 
mere boy, but you are actually from 
a race of royal people. More impor¬ 
tantly, you are the chosen one to rid 
Hyrule of the evil Agnon. 
The U.S. National Video Game 

Team has blown through this fantas¬ 
tic game and is ready to share with 
you the secrets and mysteries of the 
land of Hyrule. Get ready for maps, 
strategies, hot tips and techniques 
that will get you to the end of this 
excellent cart. You saw it here first! 
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vj i\iu wi'jz m\z wstzm. ®This is the thieves den. In the basement, you will find a variety 

of treasure chests filled with valuable items and money. 

®This is the wife of the old man - a descendant of the seven pro¬ 
tectors. She will tell you valuable info about the Master Sword. 

If you have the magic whistle, stand in front of the windmill and 
blow. You will be very happy with the results. 

SThe young man in this house is ill and cannot get out of bed. He 
will give you the Bug Net which allows you to catch fairies. 

® If you talk to the man in this house, he will give you important 
clues about the Big Zola by the waterfall. 

This is the town pub. If you talk to : 
about the large fairy and the boy wi 

yfy ““ | ■ 
. . 
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GETTING THROUGH 
THE FIRST WORLD 

The following tells how to negoti¬ 
ate the first world. (Just so you 
know, the second 
dungeons and eve 
ies). You should look around the 
overworld for as many secrets as 
possible. When you get the Boots of 
Pegasus, you can 
charge into objects to 
find items and hidden 
passages (try running 
into clumps of mush¬ 
rooms and and trees). You can also 
find holes In the walls by tapping i 

_ them with your 
The hollow wall 
make a differen 

DOM and they can be opened 
with a bomb. Once you 
have obtained 

medals and retrieved the Master 
Sword, go to the King's castle am 
cut down the magic bar¬ 
rier to the castle tower. If 
you find the top of the 
tower, be sure to hs 
least one jar of medicine. 
The fight against Agnon is not that 
intense, but you must remember to 

_ propel his shots back at 
him to defeat him. If you 

tBM considerably. Once you 
have defeated him, you 

will be transported to the Dark 
World. Use the Magic Mirror to go 

' ‘ ht 
the Dark World and 
Hyrule. You will be able 
to get to places that you 

you go to the lower left section of the 
map while in the Dark World and 

_ use the Magic Mirror to 
"•JJ go back to Hyrule, you 

BrdLa should be able to find the 
| jj second magic icon. For 

fall area and throw a 
skull into the ring of rocks. A giant 
fish will spit out the icon. There 
even more mysteries in 1 
this incredible game. 
Stay tuned for more I 
in the next issue. 
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k^KUMA KONNECTOR 
THE ADAPTOR THAT ALLOWS YOU TO PLAY 

SUPER FAMICOM CARTRIDGES ON YOUR SUPER NES ™ SYSTEMS 

^Nintendo) 

VIDEO REPLAY, INC. THE GAME EXPERIENCE, INC. 
97 SHERWOOD AVE.  112-04 QUEENS BLVD. 

FOREST HILLS, N.Y. 11375 
(718)575-0838 

FARMINGDALE, N.Y. 11735 
(516) 249-1717 - MAIL ORDER ONLY 
FAX:(516) 249-0356 

JOIN VIDEO REPLAY S 
VIDEO CLUB 

• BULLETINS FOR SPECIAL DISCOUNTS 

CIRCLE #132 ON READER SERVICE CARD 

CIRCLE #190 ON READER SERVICE CARD 

Electronic Gaming Monthly 



CIRCLE #186 ON READER SERVICE CARD 
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-Orders- 

fax: (810)280-9520 

Hot New Games 
Lowest Prices 
Great Service 
Gigantic Selection 

Visa/Mastercard Accepted 
We Buy/Sell/Trade 
Used Games and 

Systems 
Opaoo 9 PSITJ) 

Call for a Free 
Game Stuff Catalog 

CIRCLE #219 ON READER SERVICE CARD 

(Nintendo) 

SNES Mieor 
■ GENESIS 

per game right away. 
/ Enclose $1.00 for shipping 

if) Storjandci, 
100 Evergreen Lane, Suite 307 

Get the Savings Today! 

& Skrla_n(|au5 

BUY * SELL 
New & Used Games 

‘Thousands Of (fames 

In Stock]! 

(Nintendo) 

Super 
ffijl Nintendo 
|I|J Mega Drive 
hQ NeoGeo 
jiUj m Pc Engine 

We Now Rent 
At Our Retail Location 

12104 Sherman Way 
North Hollywood,CA91605 

Open 7 Days A Week! 
Mon-Sat 9-7 Sun 10-7 

Get Our Video Game 
Newsletter FREE! 

Call Us Now! 
(818)764-2442 Mon-Sat 9-7 PST 

Fax(818)764-4851 
Game Dude 

PO Box 8325EG 
Van Nuys, CA 91409 

|_City/State/Zi p _ 

CIRCLE #226 ON READER SERVICE CARD CIRCLE #181 ON READER SERVICE CARD 
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CIRCLE #207 ON READER SERVICE CARD 
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(800) 333-TREK 

Latest Releases from Japan & HKG 

The Hottest Prices 
Anywhere! 

CIRCLE #135 ON READER SERVICE CARD 

Dqpqn Exclusive 

SuperFamicom 

MegaDrive 

P.C. Engine 

■ JMeOljreO We specialize in Japanese 

New and used games sold 

Retail / Wholesale 

Call & compare our prices!! 

CIRCLE #220 ON READER SERVICE CARD CIRCLE #222 ON READER SERVICE CARD 

200 Electronic Gaming Monthly 

Meet The Faces 
Behind Most 

Medical Advances. 
out there who deserve credit for society’s 

before any medical project can break 
new ground, it has to get off the ground. 
And that takes money. We urge you to 

Your help could mean a solution to 
many of today’s most pressing medical 

i. The first of which is, quite 
frankly, funding. 

Give To Your 
Local Hospital. 
Give To Life.. ft 





- tfLWi 
JAPANESE LOU/ PRICES 

FAST SERVICE AMERICAN 
THE HOTTEST NEW HANES 

We’re starting the new year 
right to give you the lowest 
prices, a vast selection of 

new titles, and fast reliable 
service! 

u/emuE: 

msec MEGA DRIVE 
SUPER FAMtCOM PC ENGINE 
SEGA GENESIS MEGA CD ROM 
SUPER GRAFY - 
CAME GEAR 
tureografx 

SUPER FAMICOM: MEGA DRIVE: 
Joe and Mac Woodstock Funky(CD) 
Lagoon(RPG) Lunar(CD) 

Super Tennis(UC) Moonwalker ll(CD) 
Ninja Warriors 

>uper 
Super Aleste 

Raiden 
Castlevania IV 
S.Dodge Bali 

Dungeon Master 

Rent A Hero 
Valis IV 
Run Ark 

Alisia Dragoon 
Pro Football Galaxy Force ll(8M) 

Pro Wrestling 
Nosferatsu 

Musya 
Goeman 

S. Form.Soccer 
Dragon Quest V 

MANY MORE! 

El Viento(8M) 
Devil Hunter Yoko 
Elemental Master 

Devils Crash 
Powerdrift 

Turbo Outrun 
Vise (CD) 

PC ENGINE: 
Prince of Persia(SCD) 

Devil Hunter Yoko(SCD) 
Dragons Egg 

Forgotten Worlds(SCD) 
Magical Chase 

Outrun 
PowerDrift 

Burai ll(SCD) 
Shubibi Man lll(SCD) 

Valis 5(SCD) 
Super Darius ll(SCD) 

Super Long Nose Gob. 
Pro Wrestling 
MANY MORE! 



0*0 GAMES & ELECTRONICS 
(714) 380-2425 For Orders & Info 

CORPORATION 
$57.95 

TERMINATOR 
$57.95 

CHUCK ROCK 
$57.95 

WE NOW CARRY MUSIC CD'S OF YOUR FAVORITE GAMES 

$5.00 OFF EACH CD WHEN YOU BUY 3 OR MORE 

BARE KNUCKLE.*39.95 

THUNDERFORCE II.*39.95 

MrjA AC™ISER.$39'95 
1 STREETFIGHTER II (2CDS)..$49.95 

ik, SUPER SHINOBI.*39.95 

ATARI MUSIC Vol 1.$39.95 

ATARI MUSIC Vol II.*39.95 

KING OF MONSTERS.*39.95 

KANAMI COLLECTION [2C0S].$49.95 

~ Gall Vi Qwi OmSpjeciak ^lluA Montlt! ~ 

NEW MEGADRIVE CD GAMES 

POWER DRIFT DETONATOR ORGAN 

SILKY WOLF DARK WIZARD 

AND MORE! 

- CALL FOR PRICES 

COMING SOON TO A SCREEN NEAR 

- MARCH RELEASES - 

MEGA DRIVE SUPER FAMICON GAME GEAR 

SUPER SHINOBI 2 SUPER BOWLING ALIEN SYNDROME 
BAD OMEN LAST FIGHT TWIN PRO BASEBALL II 
NINJA GAIDEN ARMORED POLICE METAL JACKET G. G. ALLSTAR 
TURBO OUT-RUN SUPER ALESTA PHANTASY STAR 
SHINING FORCE FI EXHAUST HEAT 
SUPER MONACO-GP II 

YOU 

23166 Los Alisos Blvd., #107 • Mission Viejo, CA 92691 • 714-380-2425 
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DRAGONS & WIZARDS 
OH MY! __ 

Features: 

Brilliant, Breath-Taking 16-Bit Graphics And Animation 

Battery Back-Up Stores Up To 15 Individual Games 

Booming, Orchestral Stereo Sound Hightens Game-Play 

25 Unique Weapons, Armors, and Magical Instruments 

A Dramatic Storyline Of Epic Proportions 



Thank you! 

Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us at www.refromags.com 

ide from these scans, nor do we offer anything 
n the Publishers themselves. 

e across anyone selling releases from 
e do not support them and do let us know. 


